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THE GOOD SHIP NINTENDO 
whila ago my family andj 
went away for the week- 
end and | left my NES in 

the basement rec room. When we 

got home wa found that a water 
pipe in the street had busted and 
had flooded tha basement. Imme- 
diately | thought, "Great, my NES 
is ruined. What else could go 
wrong?” Well, | got the biggest 
surprise of my whole life. | had my 

NES in a small box to protect it 

from carpet fibers; little did | know 

that it would be protacted from the 
flood as well. There in tha middle 
of the water filled room was my 

NES floating in that box. My NES 

turned out to be the sole survivor, 


> (fies 7 


> N 
the carpet and everything was 
ruined! My dad learned a lesson 
from this. Now, his golf clubs, the 
television, telephone and lots of 
other home furnishings are in 
cardboard boxes patterned after 
my NES boxl Thanks a zillion! { 
hope this story will bring you as 
many laughs as it did my dad— 
after he calmed down, of coursel 
Kevin Dujan 
Cleveland, OH 
Thank you for the great story, 
Kevin. We alt got a good laugh out 
of it. Since tt rains a lot hare in the 
Pacific Northwest, maybe we 
should use your idea too. . 
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DOUBLE TROUBLE 


was playing Super Mario Bros. 2 

and fighting Mouser, but | got 

beat. On my next life, | saw two 
Mousers!! Could you tell me what 
happened? 


Eric Elzea 
Kingsport, TN 


The two Mousers phenomenon 
you witnessed is what is known as 
a gama bug. Some games have 
minor programming inconsisten- 
cies in them that can occur in- 
frequently during game play. 
Programmers try to take these 
bugs out of games before they are 
released, but because there are so 
many different things that can 
happen in today’s advanced video 
games, they sometimes miss 
them. Considering how rare these 
bugs are, the testers do a pretty 
good job. Some players enjoy 
finding these bugs and consider 
them special tricks. Useful or 
especially interesting bugs often 
find their way into our Classified 
Information section. 


THE THRILL DF VICTORY 


wrote to you a while ago asking 
| for help on defeating Matic in 

the awesome NES game Strider. 
You replied that you wouldn't tell 
me because you felt it would be 
better for me to figure out how to 
beat the final enemy of the game 
on my own. Well, | finally did and it 
felt great. Now Matic is a piece of 
cake. Thanks! 


Brent Soboleski 
Erie, PA 


Congratulations Brent! Keep on 
playing and see what else you can 
master! 


ENJOY IN MODERATION 


hen my 12-year-old 
WW eee first got his 
NES, all he did was play 


it, he would not stop. His grades 
went down and he never did his 
chores. This went on until my 
father took the NES away from 
him. It was a month before my 
brother got his NES back, but he 
learned a very important lesson. 
He can now play the NES until 
5.00 PM., then he has to do his 
homework _and chores. | am ve! 
proud of 
my broth- 
er, ha do- 
es well 
with his 
game ev- 
en with 
this limi- 
tation andj 
just finshed Mega Man I. Re- 
cently he got me and my two-year- 
old brother Jake into the NES and 
we love it tool Thanks again Nin- 
tendo, you're the best! 


Cami, Nicky and Jake Deluca 
Big Bear City, CA 


Thanks for writing, Cami. We 
believe that it 1s important for 
everyone to balance their time be- 
tween fun things like playing the 
NES and more important tasks, 
like studying for school. 


WE NEED YOUR LETTERS 
Once agein we raise the call for inter- 
esting letters, important questions 
end creative comments on the Nin- 
tendo Entertainment System or NIN- 
TENDO POWER. Send them inl We 
can't walt to heer from yout 
Nintendo Power Player's Pulse 
P.O. Box 97033 

Redmond, WA 98073-9733 


N 


mee? | aos 
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Search no more. With seven- 

teen games conquered and 
more on the way, I'm a sure fire 
winner. Nintendo is the best hobby 
i've ever had. | was the second one 
of my friends to get a Nintendo 
and three others got them soon 
after. In the afternoons, my friends 
and | always go to one of our 
houses to play Nintendo. I've even 
been known to play all night 
without stopping (although only 
on rare occasions). The games I've 
conquered include many of the 
best; Super Mario Bros. 2, Metal 
Gear, Rygar and Metroid. Break 
Thru and Life Force were each 
beaten on the day | first played 
them and a friend and | finished 
Contra after four hours of playing 
itl 


[Sesh for a Power Player? 


I'm president of a Nintendo club 
called the Video Warlords. We 
save up for club games. I'm 14, | 
have a dog named Benji and I'm 
Nintendo's number one fan! (An- 
other note: most of the games 
above were finished with Ninten- 
do's standard controller, and none 
were finished with slow motion.) 
Thank you for providing over fif- 
teen million of America’s citizens 
with an ever-cool hobby!! 


Jeff Benson 
New Paris, TX 


had my Nintendo for a year now 
and | love tt. Some of the games | 
have beaten are Blades of Steel, 
Karate Kid, Iron Tank, Contra, both 
Super Mario Bros., Strider and 


| think | am a Power Player. | have 


Mega Man If. | am working on 
T.M.N.T. and Ninja Gaiden. 

My general advice to other play- 
ers: 

—Don't give up, but don’t play too 
long. Extended play makes some 
players angry. 

—Cail the Game Counselors, they 
really help! 

—Don't just buy a game with only 
beating it in mind. Instead, buy 
games for the fun of playing them! 
Matt Raillard 
Fairfield, CT 


-READER’S ART 


POWER PLAYER PROFILE: ANDY CUNNINGHAM 


Age: 14 

Rocky Mount, NC 

When the NES came out, | wasn't 
that impressed. But after two 
months of everybody telling me 
how cool it was and how | had to 
get one, | gave in and bought it. 
That was the best move I've ever 
made. Since then I've had count- 
less hours of fun and excitement 
behind the NES, alone and with 
my friends. I've also made a lot of 
new friends through Nintendo. 
Favorite Games: | especially like 
Adventure games where there is 


one hero and you are him. These 
games give you a bigger sense of 
accomplishment when you finish 
them. 


have 
finished over 36 games including 
Bionic Commando, The Adventure 


NES Accomplishments: | 


of Link, Ninja Gaiden, The Guard- 
ian Legend, Mega Man II and 
most recently, Dragon Warrior. 
Someday | would like to be a 
graphics designer for a major 
software company. I've already 
designed many of my own game 
characters on my personal com- 
puter, and even a full game, Super 
Dachshund—complete with end- 
ing screens, full stages, 20 differ- 
ent evil enemies and 8 incredibly 
challenging bosses. | plan to fully 
animate it and add digitized sound 
effects as well. 
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This is it! Mario and Luigi return in their higgest adventure y. 

Super Mario Bros. 3 has more secrets, more tricks and more outra: 
geous obstacles than the first two Super Mario Bros. games 
togetherl In fact, we could barely fit maps and tips for the first 
Worlds in these eight Loe So let's go and see ; what we can find! 


Se 


SUPER ITEMS TO HELP MARIO ON His 15 WAY Jr 
These are the items Mario will Mario can turn The bottom of the srs} a 
come across in his quest to rid the Into a Frog, Map Screen rs g 
Mushroom Worlds of ale s & Tanookt or shows the items 4 7% 
Koopa Children. Find and u: @ Hammer Brother — Mano has . 
collected 
them all! 
| Mushrooms Fire Flowers =. Leavesgive Stars grant P-Wings | 
turn Mario turn Mano Mario the Mario bestow the 
Into Super into Flery flying temporary power of | 
Mano. Mario with Racoon Tail invincibility untirmted 
Fire Ball fight! 
Power | 
The Cloud The Music Break The Anchor Whistles 
| Jewel Box's tune boulders on will make transport 
allows - will put the the Map sure the Mano toa ps 
Manoto J fa) Hammer (ay Screen by Koopa Kid's dip special BE 
skip one =" yf Brothers to using the Ship doesn't place They 
section of a sleep Hammer move. are very 
world well hidden, 
Ta ee ae 


With a running star 


MARIO ENTERS THE FIRST MUSHROOM WORLD == 


The first Mushroom Kick the over-turned Koopa into the Goombas low the path of coin 
World is a training this Question Block to get aLeaf in a stretch to | B ayy 
mission. Techniques pase { ve. 
you use and perfect here will be 
useful when applied to the 
Worlds which fie ahead. Get the 
Mushroom in the fourth Ques- 
tion Block and then follow these 


forms the pettern of the Worlds 
which follow. It is the smallest of 
ell the Mushroom Worlds. 

ee lO — 9 10. 9 


| This World of grass covered hills 


AULT > | dete (1a 

ae i: [See es 

at rots Meat bas 
ys : 


{ Stand on ona of the doors on nthe Map 
Screen and hit the A Button and you'll 
ba whieked to an Action Scene. 


Inside tha comtortable achinss of 
your friend Toad's house, you'll be 
taced with three cheste All contain 
usetul power-up Items, so go ahead 
end pick one! 


The regal White Mushroom House 
usually eppears after you have done 
something special Accordingly, there 
wonderful thinge inside, like P-Wings, 
Tanooki Sutts or Anchors! 


The Spade Panel 
will take you toa 
game where 

you'll get a chance to win extra lives. 


5 a 


In the middle of each World is stationed 
a MinI-Fortress Getended by Boo Diddly 
Ghosts, Dry Bones and Thwomp Traps, 

all commended by e Boom Boom Koopa. 


Wandering Hammer Brothers lay in 
wait on the roads ot aach World 
Defeating them will result in a minor 
power-up item, euch as a Star 
cere 


Reach the floating Get another running 
platforms, collect the 
1-up and coins. 
LS) 
au 4 


the end of the World. 


start so you can fly to 


Flying is one of the most impor. 


tant moves in Super Mario Bros. 
3. Make sure you do it when ever 
you have the running room to 
take off and you'll find lot of coins 


and items. 


Dropping 
down pipes 
into secret 
4 rooms will 
The Switch reset the 
Block turne Switch 


ania 
Stop the 
clock with 


coins intoim,Block. the timer on 
blocks! win =» an even num- 
blocks into ber, end the 
coins, @ =>points end 
valui coins match- 


ing et a mul- | 
tiple of 11 


tricks 
zg 
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Out of the pipes of this Worldflowa | 95 if Once the coins are | bes oad ee 


torrant of Goombas-—talk about a i heme (al beth 
plumber's nightmaral Stomp ‘em of the floating pipe. place again when 


alll Get tha first Leaf for points or to na ie you exit the secret 
become bigger. Don't get the coins room ° 
that are floating in the air, slide the swatch Block - nil - Mra Guicome 5 ou 


undar hit the Switch Block to turn js one of the up, you'll be at an 
them into blocks. Backtracking Is blocks under the earlier spot where 


possible in Super Mario 3 for floating pipe. me you can do It 
rapeated coin and item collection. again = 


As in the original Super Mario Bros., there are invisibla 

blocks to be found. A block that will always be unseen uel Bis Hove Fidwad 
until hit is the Magic Note Block. If you make this block a Aone ianen “Ge space to get 
appear and then jump on it whila pressing Up, you'll be clear away some the Magic 


launched into “Coin Heaven.” = of these blocks. : : Note Block — 


A HIGH PRESSURE SITUATION! 


. > am > aigo 
oe ed) oe 
= > oi: 2. ee 
One wrong step here and Mario cE: Get 10 coins ~ Your reward: 
will fall to his doom. Collect all ~ piel ae : APs & 
the coins and both 1-Ups, and deed ty 
the White Mushroom House @*t the 1-Up 


his block. 
will appear later onthe map screen” '"$ ble° 


Each World has a mini- Fs ie pono 
fe ned in th 
fortress stationed e Dae or " 


mi idle of it. Some of the sleeping—it looks 
toughast challenges in like he wasn't 
tha game are found in The power of expecting you If you 
‘flight will help stomp him three 
you explore times quickly, while 
thoroughly . he's still tired, he'll 
be easy to beat. 


AN ICY LABYRINTH 


Frost covered hills conceal an ice cold tunnel system guarded by Mario’s 
old “buddy” Buzzy Beetle. The freezing ponds here will give you a taste of 
the fearsome water Worlds yet to come. Also, a Magic Note Block awaits 
discovery to grant you passage to “Coin Heaven.” 


Jump around Run back and ri me Near the 
Press Down to in the first @_ @ forthin “Con middle 1s a 
slide down the a 3 tunnel to the & oo Heaven” to get J 2" 39 floating block 
slope and ca surface to find up enough } a 4 that contains a 
wipe out the ¢ the Magic speed to fly ) ) 1-Up 
' Note Block. eae 


Buzzy Beetles 


sa i 
WACKY LIFTS TEST 
YOUR JUMPING SKILLS! 


The skills gained from mastering jumping on the moving 
lifts in thts World will serve you well in future Worlds. If you get the 1- 
Up in the middle of the World, you can practice the jumping maneu- 
, erties Try different vers without fear of losing a man overall. 

u'll get a big pay- things to see whet a 


19 “Coin Heaven” you can find. Use the first Koopa to fj 7 
knock out the one on Py = 
z the lower platform L. me 
_ 


2%, 


F> 
s ‘ Some of the big 
& colored “back- 
ground” blocks: 
wi 2U have unusual prop- 


! , 7 ™ 
4 ee § aoa | 
| 900 000 Get nd of this Then get the 1- Ages k 
| 900 ooo Koopa Troopa Up here. Pee 


It 1s difficult but 
possible to get the 
running start you 
need to fly here 


ok, 


Ms 
~ 


ON TO THE ‘KOOPA KID'S SHIP! 


Bowser's Koopa Kids 5 j Stay towards Avoid the 


sat out in huge flying dS the left so you ‘4 magic 
ships and captured the |can see what's a pres 
I ae 
| Wragic wand of the King of each eomies Three ee Runtandor 
Mushroom World. Mario must , wees Stomp on top of Fireballs stomps on Larry 
board the ship and make his way to bullets or won't hurt — the head when he 


leaps to 
avoid fim 


most swashbuckling game play points, if you're board this Larry's 
1 brave enough boat. out of 
sequence ever ee 


the Koopa Kid’s chamber in the gone" balls for anything on and 


[ 


RUINS OF THE ” 


Ancient ruins of fabulous Pyramids 

dot the landscape. Although these 
ruins are picturesque, they're any- 
thing but peaceful. Super strong Micro-Goom- 

bas lurk beneath the blocks and will 

jump up and try to crush Mario with the . 
ancient bricks! 


WORLD 2- 
THE KOOPAHARI DESERT 


es ae ae Ce 
, .f | ar —— 


pa 


Here's another World where you can get a White Mushroom House & 
collecting all the coins. There's a catch though; first you must get all the 
visible coins, then activate a Switch Block and get all the coins that 
were blocks. 

Get on the platform, activate 
jee e yaa , the P-Switch and get all the 

coins bafore they turn back 
Into blocks 


Swim back towards the left 
and the platform will be there 
again 


Make the Switch Block 
appear, but don't activate it 
yet 


oer WORLD 2 FORTRESS Boo Diy 
= Introducing the With the nght timing, you ghosts give 
AG Thwomp Traps— can run and jump chase if you 
z huge blocks through 

ready to crush anything that 


gets underneath them. Be 
careful or you'll have 
mashed Mario on your 
hands. Only two ways are 
known to get past these 
monstrous devices 


Wait until the trap is 
Sprung and go through 
while It’s resetting. 


A Boom Boom Koopa awaits you in 
the Fortress. He’s similar to the last 
one, but a fittle quicker when he 
wakes UD. 


Run and fly up, 
breaking the 
blocks surrounding 


Hit the 
Switch Block 


MUSHROOM PHAR AHS 


Be careful 


when you 1 the pipe in the sky inside the 
encounter us: secret room 
new foes to reveal 
like these = y unvistole 
a With all the coins. 
HY Goombas cleared, Go down the 
you have plenty of last pipe in 
the World to 


room to run. 
find another, 


| secret room. | 


A TREASURE. TROVE ¢ OF ANCIENT COMES” 


Fire Snakes tor a clear > 
runway fp] on 


The Pyramids of the Mushroom in 
Pharachs are rumored to contain 

abundant treasure in the form of gold 
coins. And although Mario isn’t the 
greedy type, collecting those coins Fiyfipvand fia 
does help his score and chances of the switch Block 
Survival by giving him extra lives. in the sky 


TAKE THE WIGH ROAD rol 


You need to be Racoon Mario 
to take full advantage of the 
coin bounty in this section. 
Fortunately, there’s a power-up right near Use one of the 

the beginning of the World, but it’s kind 00s to hit the 


s float . 
of tricky to get. Meet reese ike 


og oa . 
Pe cea ae le 


4n Mt ECR ees: him alon: 
f AU) CKSAI » D EER | the nde a 
Only Venus Fire Trap plants can survive in this the whirlwind 
parched place. An angry sun will literally beat j 


down on Mario if you're not careful. A re 


Use the Koopa 


St 
also makes the going difficult. To top it all off, some of the Rene ne ani against the sun 
sandy paths here are made up of quicksand! up and run right, when it sets 
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ing lucky. 


Entering and exit- 
Ing the pyramid 
has the effect 
of resetting the 
power-up items 
inside. So if 
you're small at 
the start, you can 
get the first 


power-up, leave, Get nd of the Buzzy 


come back, and before you try for the 
power-up 


get it again! 


The Second Koopa 
Kid’s ship is decked out 
with more artillery than 
the first one. It also is a 
little trickier to navigate 
on it's decks. It will 
probably take you sev- 
eral tries to scout out all 
the obstacles and learn 
Bullet Bill firing pat- 
terns. “ 


The Chain Chompers are the if you kick a Koopa one ot these 


most frustrated villains in video 
games. As much as they d like to, 
they can't get their teeth on 
Mario because of their chain. 
There is a power-up item that 
might tempt you to get close to 
them, though. Get it if you're feel- 


into one of the 7 blocks ts a Switch 
narrow pits a vine Block—hit it and 


will sprout. collect the loot 


There's a Leaf that 
Is out of the Chain 
Chompers’ reach 


Leave the pyramid 
through the door you 
came in, then re-enter 


Gophers! cancel 


Keep moving tast or 
Bullet Biil will score _ 


fy Climb the wine to 
get to the clouds 
above and collect 
the coins there. 


Stand on the fifth block 
from the right in the top 
row and jump for a 1-Up 


An invisible block will 


let you get to the pipe 
above 


Morton Koopa 
Jr. moves in a 
Watch out for Pattern like 
Rocky Wrench brother Larry's 
and the Ninja Three stomps 


Morton’s show! 


‘J 


| 


Super! 


Boss Bass can 
swallow you whole 
even If you're 


Sea World contains 

some of the toughest 
tests in tha game. 
The Frog Surts make | 
the aquatic action } 
easier. 


The giant enemias of eae . 
this World look scary, aa 
but can be stomped, ® Were 
kicked and carried § ‘ 
just like their smaller § 
counterparts. 


WORLD 


the haroer they falll 


i) 
Although half the action iy Sane 
here is set on good old & 
terra firma, the rest takes 
place high in the clouds. on l 
Get ready to dad. some 3 Tl TE me 
amazing jumpingl — = EB « “ae ete Merce ae 
- : a cts ae 
WORLD SIX Se 
ee «> 
<5 1 


Put on a nice warm J 

Tanooki Suit for this chilly 

challenge. Icy floors and 

tricky spinning lifts are just os 1 3 i OS ca NS 

some of the new things OM i OO 
: ; SAAT 

you'll find here mac : ae ere 


EXTIS BOWSER'S UNDERWORLD FIDEOU 
Bowser’s home is very dark, dingy and grim. 
It’s full of fire prts and moiten ava and lots of 


other nasty stuff. We're not going to tell you 
more about it just yet. But stay tuned—we'll 


MANEUVERING IS THE KEY TO SUB SURVIVAL! 


Engines astern 9) Thus will affect || Remember, 270 | Check the map § The eyes of the 


dé S will help how long your degrees 1s left, 9 scale Captain’ sub Remember 
accelerate your 9 batteries last 90 ts ght, Ois | The enemy's the difference 1 
turns and your underwater and § up and 180 is closing fast belween 
use of the aft what you can down when you §) What do we do? § bearing and 
torpedoes catch. use your charts heading It can | 
c save your life! 


stalk a well armed fleet. 
Use this to speed up 
maneuvering time. 


It may take hours to | 
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CONDITIONS OF PLA 


- MIDSHIPMAN 


__LIEUTENANT _ 


COMMANDER 


You can see to the timit of the 
map scale for plotting 


ae JAR 


Convoys move in a straight line 
until fired upon 


If it hits, it will explode. ‘Try to 
make every one count! 

If the sub becomes damaged 
the crew begins repairs imme 
diately 


All destroyers will operate with 
the same level of efficiency. 


When the enemy is detected. | 
they will always be in radar 
range (about 10-13.000 
yards}. This will also speed up 
the game 


FARGET ¢ 


273 YOS 


You can only see as far as your 
radar can (about 13,000 
yards). 


Convoys will periodically zig: 
Zeg to avoid being easy targets 


s1IN TALPENNES 


lf you use this option, some of 
your torpedoes will just bounce 
off the enemy 


sAIDe ANI V 


If your sub becomes damaged 
you may have to head for home 
Repairs can't be done et sea 


Some of the destroyers will | 


You will need to search out 
enemy convoys, as they will not 
always be tn radar range. Your 
search may take some time 
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§ SONAR REPORTS DESTROYERS CLOSING! 


>} 


NINTENDO POWER 


SOWA BATTLE TECHNIQUES 


On a War Patrol, tima ia on your 
sida. If you find a fleet and there 
are two or three destroyers, you 
may want to look for another ona. 
Always try to strike at night. Keep 
your eyes pealad for an aircraft 
carrier or a battleship. lf you can 
put one of these down you'll be 
promoted and recognized as the 
Admiral’s best Skipper for sure! 


When the destroyers ara closing in 
don't forget that your propellers 
make noise. Tha faster your 
engine is going, tha easier you are 
to find. Run et full apead until they 
start to get close, then cut your 
apeed and turn off, The destroyers 
will go to the last placa you fired 
from and start looking for you. 


Destroyers 
alweys come 
back along the 
line the torpedo 
travelled. 
_ 

As they close ¥) 

cut back on the 

engines and 

break sii 

Try to get to the side of an anamy 


ship. That way he’a aa big as a barn 
door and much easier to hit. 
Sometimaa, if you just watch the 
flaat for a minute you can guess 
where they are going. That way 
you can try to get there first and 
bushwack them when they ahow 
up. Good hunting Captaini Tha 
ocean ia a very big place. 


= a If you're behind 
them you may 
a want to go up 
above them, 
2” move fast, and 
get cut In front. 
Bon't forget the 
range. They can 
eee almost - 
10,000 yards. . 


ue grease AE SC ALE in 


the engina room if you run the 
angines wida open for a long time. 
You can apeed up tha game by 
changing the time scala and save 
your engines soma wear and tear. 
You can use this to turn day into 
hight if you stay with the enemy 
long anough. Give it a tryl 


This old trick is used to make the 
destroyers think they've got you. If 
they drop charges and you survive, 
release soma debris and lia very 
still. They may think they've got 
you and leave. If you start to sink 
after that first dapth charge, blow 
your emergancy tanks to aurface. 
You'll have to fight it out with the 
deck gun and hope you can drive 
tham off. 


She's taking on 
water and going 
— 


Te 


Don't forget to go back 
to normal time in the 
attack or it will be over 
before you know it! - 


Perfect posi- 

tioning. Fire one, O 
fire two. Down P 

scope, engine 

room standby! 


Daylight runs against escorted 
fleets ara for the very brave and 
experienced Captain. A smart 
Captain knows that a submarina ia 
very hard to detect at night. If you 
sea a fleet thet you really want, fol- 
low it until at least twilight, then 
maka your move. That way you 
can run on the surface where you 


have more speed. 


The clock runs on military 
time, (24 houre). Twelve to 
twenty "er ae the "gine 
hours. 

When moving at 
night remember, 

the faster you go, 
the easier you are 


Nils Ae RGR Mie FO BE 


THE WOR ISS GHESTEST SUM REIN CAPT amt 
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The 199D Winter Consumer 
erase Bh oein | aaa ae ahuge success, 
with ovar 50 Nintendo licansees cramming 
their displays into Nintando’s giant (3D,000 
sq. foot) booth for the purpose of showing off 
hot new products. Name any game category— 
from action to role playing, and there were 


That 4 


Unique game play vantage points 
end super detailed graphics 
marked the high quality action 
games on display. For axample, 
Captain Skyhawk from Milton 
Bradley puts a new twist on the 
flight simulator theme with a 
game play view on behind the 
plane. The sci- i : 
ence fiction 
action in NTVIC's 
Isolated Warrior 
unfolds from an innovative ine 
dimensionel perspective. Image 
Fight from lrem, makers of R-Type, 
features awesome graphics and 
wild colors, and Ultra’s Mission. 
iz Impossible is an 
re action packed 
fe te secret agent 
_— jaunt. 
Other new action oriented games 
shown at the CES included: Jour- 
ney To Silius (Sunsoft), Dragon Spir- 
it (Bandai), Circus Capers (Toho), 
Castle of Dragon (Seta), and Silk 
Worm (American Sammy). 
ARCADE TRANSLATIONS 
The “arcades have always fur- 
nished many hits for tha NES. The 
long awaited NES versions of 
NARC by Acclaim and Heavy Bar- 
rel by Data East were at the show, 
along with Mechanized Attack 
(SNK), Super Spy Hunter (Sun- 
& Rao soft), Cabal (Mil- 


Bike 
(Romstar). 
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MATADITE 
f | Mi 
Flom Monster Trucks to Formula 
One racers, the NES has it all 
when it comes to automobile 
action. Michael Andretti’s World 
GP (American Sammy) features a 
two-player simultaneous mode 
with split screen action. Acclatm’s 
Bigfoot boasts graphically excel- 
lent side and overhead views. For- 
mula One Built to Win from Seta, 
like many of the new auto games, 
lets you customize your vehicle as 
you move up in the racing circuit 
standings. 

Rad Racer II (Square), World Rally 
Championship Racing (HAL), Chase 
HO. (Taito), Bill Elliot's NASCAR 
Chalienge (Konami), and Days of 
Thunder (Mindscape) are also in 
je race. 


SHRE 


More mind teasing games fike 
Tetris are on their way to the NES. 
Lucasfilms Games and Bullet 
Proof Software (who were in- 
volved with Tetris) ara bringing the 
hit P. C. puzzler, Pipe Dreams, to 
the NES along with a game similar 
to Tetris, Hetris. (Alexey Pazhitnov 
himself was et the show too—his 
first visit to Americal) Kickle 
Cubicle from Irem is an eppealing 
puzzlar for players of all ages. CSG 
Imagesoft was showing the fan- 
tasy puzzle game, Solstice, and a 
new Nintendo licensee, Arcadia 
Systems, is developing an animat- 
ed boerd gama style puzzle con- 
test featuring The 7-Up Spot. 


new gamas presented for it. Many of these 
new games are high mamory games, with ona, 
two or three megabits of ROM storage. Also 
especially noticeabla at this show were all of 
tha interesting, high quality Game Boy titlas. 
Here’s a quick glance at some of the titles by 
category of games we saw at the CES! 


lee 


CARTOONC ANT ¢ 
Marvel Comic’s Punisher joins the 
ranks of LJN’s hot licensed titles in 
a mayhem filled, machine gun 
action game. Capcom was show- 
ing off their new two player simut- 
taneous Rescue Rangers game 
(with the help of Chip end Dale). 
Kemco-Seika had Snoopy's Silly 
Sports and Bugs Bunny's Birthday 
Blowout, and Arcadia previewed 
an early version of their Silver 
Surfer game. Dick Tracy (Bandai) 
and Beetlejuice 
(LUN) are in tha 
works. 


RPG: 's are playing an ita 
role in many companies’ future 
game plants. SNK unveiled Crys- 
talis, a fast paced RPG set in a post 
holocaust future. Tatto’s Dungeon 
Magic ts the first NES RPG in 
which the action unfolds entirely in 
a first person viewpoint. Star- 
Tropics and Fina! Fantasy are Nin- 
tendo’s additions to the RPG field. 
Both are complex and long playing 

2 ‘@@™] with great story- 
lines. 


Other RPGs on the horizon include 
Fana and Wizardry, both from Nexoft, 
Wall Street Kid {Sofel), Magic of Sche- 
herazade {Culture Srain), Taro’s Quest 
{Jaieco), Heroes of the Lance (FCI) and 
Shingen the Ruler (Hot-S USA). 


TR 


SUPER S 


FA 


In the tradition of Hollywood, 
many Nintendo licensees are 
releasing sequels to their top 
games. In most cases these 
sequels out do the original in 
action, story and graphics, Tecmo 
was giving the public their first 
look at Ninja Gaiden II, which gets 
four star ratings for its great 
cinema scenes and challenge. 
Super C, the sequel to Contra, 
continues Konami's tradition of 
excellent action games. Back to 
the Future II, Ghostbusters II and 
Top Gun TI were shown, and all 
had some features that improved 
upon the original concept. Pro- 
gramming work [ig 7 
on Gauntlet IC 
(Mindscape} 

and Tecmo Bowl 
I is underway. 


hoes OSA rr ree 


Below is a list of games that 
were announced at the show and 
are currently under development. 
We'll fill you in as soon as infor- 
mation is avail- 
| able. 


ss 


Archrivals, Arkiste’s Ring, Bad News 
Basabatl, Blockout, Boulder Dash, 
Bruce tee Lives, Castlevania IIL, Cave- 
man Ughlympics, Cosmic Epsilon, 
Daya Vu, Dirty Harry, Dusty Diamond's 
All Star Softball, Fun House, Hunt 
for Rad October, Ikari Warriors IL, 
Indiana Jones and tha Last Crusade, 
Jack and tha Beanstalk, M.U.LE, 
Muppet Adventure, “Noid” Game, 
Pictionary, Pinball Quest, Play Isle, 
Street Fighter 2, Sweet Home, Time | 
tes Total Recall, and Uninvited. 4 


Laie 


} 


With so many quality games to 
see, it was difficult to isolate a few 
highlights. Nintendo's Super 
Mario Bros. 3 was constantly 
being played by those visiting the 
Nintendo booth. Mattel's Super 
Glove Ball demonstrations also 
attracted the attention of many 
onlookers, and it played great! 
Maniac Mansion, a Lucasfilm P.C. 
game being produced for the NES 


GAME BOY 


— 


by Jaleco, featured new PLC. style 
play options. Asmik’'s Wurm and 
Vic Tokai's Golgo 13: The Mafat 
Conspiracy were impressive for 
thelr great graphics and the 
variety of action tasks both games 
contained. Overall, it was an excit- 
ing show, and all the new games 
being released will keep us here at 
Nintendo Power busy for some 
time to come. 


Many licensee companies are jump- 
ing on the Game Boy bandwagon, and & 
the future looks bright indeed, with 
over 50 games under development! 


ACTION 


Action games with smooth, flow- 
ing graphics and larger, more 
detailed characters were among 
the most thrilling Game Boy titles 
shown. Tradewest’s Double Dra- 
gon was perhaps the best Game 
Boy title at the show. Wizards and 
Warriors X: The Fortress of Fear 
and Burai Fighter Deluxe were also 
impressive. 

Other great future action titles include 
Space Invaders (Taito), Fist of the 
North Star (Electro Brain), Paperboy 
(Mindscape), Batman (Sunsoft), Kung 
Fu Kid (Culture Brain) and Spider-man 
{LJN) 


SPORTS 


The new sports games for Game 
Boy are as complex and detailed 
as any for the NES. Bases Loaded 
(Jaleco) NFL Football (Konami), 
Soccer Mania (CSG Imagesoft), 
WWF Superstars (Acclaim), 
Malibu Beach Volleyball (Activi- 
sion) are all games to look for- 
ward to if you're a sports nut. 


PUZZLES & GAMES 


The ideal category of game for 
Game Boy, the puzzler, was 
represented by many games at 
the CES. Examples included Qix 
(Nintendo), Kwirk (Acclaim), Hyper 
Lode Runner (Bandai), Lock ‘N 
Chase (Data East), Solomon's 
Club (Tecmo), Heart Attack 


(Kemco-Seika), Penguin Wars and 
Ishida (Nexoft), OBillion (Seta), 
Flipull (Taito), Hetankyo Alien 


(Meldac), Wheel of Fortune and 
Jeopardy (Gametek), Shanghi 
(HAL) Super Scrabble and 
Mousetrap Hotel (Milton Bradley). 
An impressive line-up indeed! 


ROLE PLAYING GAMES 


Game Boy's RPGs demonstrate 
the power packed into this com- 
pact unit. Gargoyle’s Quest (Cap- 
com) is a fantasy RPG with a 
monstrous hero, The Great Hero: 
SAGA (Square) is a Dragon War- 
rior style RPG. Power Mission 
simulates a naval battle be- 
tween two fleets. 


Pinbot Is a svcd in ne arcniee's around the country and B 
home with this specially designed version for the NES. One to four pila aNeizdtaiy 
‘ plunge into the Pinbot world. As the ball bounces and ricochets, lighting up the board 
* with radical high scoring play, the computer generated voice of ie Pinbot itself hints at 
the surprises to come. . 


t Up The Light Grid 

low Pinbot's visor plate is a 

-1 of lights. Hit the ball against the 

panel of lights in this area until the 

entire grid below has been lit up Then 

Pinbot ts in your control With the visor 
open, hit a ball inside. 


Do it With A Solar Fiair 

the ball into this Solar Ramp Multiplier 
Z ‘ou'll be well on your way to interstellar 
scores. The status screen at the bottom right 
of the Pinbot machine indicates the bonus 
multiplier The Solar Value will increase by 
50,000 points, each shot. Since the Solar 
Value can be astronomical, you should prac- 
tice hitting the ramp 


atch carefully when the ball ts close to 
going out, and if it looks like tt might, use 
the Start or Select Button to “jiggle” the 
machine and keep the ball in play 
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... Shake Ur 


Jaluat 2x 

irae skit at the plunger to drop the 
pall into the middle hole for a big score. 
The vortex score multiplies when you use 


the plunger more than once. 


change the path 
of 
the ball, just hke in 


up some fantas 
tic sco 

reach res. W 

Iigh the Sun, look here fo Derg you 

ght up ra Special to 


yin Thro! 
of distant Pluto your journey 
ows closer and th 


challenging © 
to play with a4 P! 


ike,Nome i. 
PeVvemSeen Cain : 
ai 


baa Even the best 
: > mechanical 
: { ; pinball’ 
3 machines can't 
= , 90 what your 
NES cando.. * 
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Once the visor is up, try to get into multi-ball 
play. It’s good to have an extra chance when 
monsters appear and try to get rid of the balls! 


Every time a ball races up the Solar 
Ramp 50,000 points are added to the 
Solar Value. The Solar Value will conti- 
nue to add up, ball after ball, player after 
player, until someone manages to col- 
lect it. Pinbot will help you out in this by 
instructing you to “Shoot for Solar 
Value.” This happens in multi-ball play 
when one ball is in the socket. While the 
first ball is “locked” blast the second 
ball up into the Solar Ramp and you'll 
collect the jackpot! 


To answer this burning question 

all you have to do Is score ten 25704310 
million points or more If you do Ne visane 
you'll see who 1s behind this ct 8256120 


NES version ecareet 


From super Solar jackpots to increas- 
Ingly difficult levels of play in which 
Pinbot is invaded by monsters, this is 
not your father's old Pinbot. Having 
active enemies like the ball hogging 
monsters gives this version a whole 
new dimension. They'll try to steal your 
ball and take it out of play. When you 
progress far enough you'll even find 
monsters who can shoot away your 
flippers! 
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up with ~~ 
et ready to ripit : 
oecia who uses his rasta i=-3 
like it was part of his a ae 

a 
Close your eyes and imagine for a momenta world full of shreddable 
geometric obstacles. This skater’s paradise has only one purpose—to 
link together four radical skate competitions and four-way cool skate 


shops that sell only the hottest gear. Are you ready to skate? Open 
your eyes and you'll see 720°! 


DOWNHILL 


Speed is of the 
essence in the 
downhill run. 
The course is 
designed to trip | 
up rookies as 


you'll soon find a 
out. I 


Ultra-smooth 
masonite 
surface, 12 toot 
transitions, 12 
feet tigh with a 
foot of vert’, this 
half-plpe is a 
ramp rat's 


Recover quickly from 
the occasional bal if 


Travel down to ye olde 
skate shop for the time 
of your iife Buy a fresh 
deck to Increase your 
Skating rapidity. 


Shoes are a most 
important piece of gear. 
Anew 
pair will 
put a 
spring In 


Build up velocity 
on an almost 
vertical slope 
and launch 
yourself into the 
wild blue 
yonder. 


Go for totally aggro 
moves without fear [od 
‘ot scuffing your a) 
gimpy knees and 
bony eibows 


skating beiween 
the gates. 


Getting downhill as quickly Bs Possible ts the object of 
this contest. To skate the gaps make sure you 
) ere going straight down (press ce a ie 
Down on the controller} when aes e 
with three: 
you reach one. Be reatly to ang earnmore with 
turn in the next section of points. 
downhill. 
i Like in all the 
events, jumping 
and spinning will 
"| add to your point 
total. Be Bold! 


to event in the 
Main Park, you can go through the 
center of the park and experience 
some bionic skate obstacles. 


~~ 


Jump the ponds for Catch alr off the 
points. launch ramps for 
extra scores 


The Slalom is the easiest event to win a Gold Medal in 
tf you go through all the flag gates in the prop- 
er direction. Flags will turn yellow to indi- 
cate a proper directional passage. Take 
your time and skate precisely. 


1Spin =100 pts 
2Spins=200 pts 
3Spins=300 pts. 
4 Spins=400 pts 


f 


ré z 


t 


Its better to go throu 
in the wrong direct; 


Although It'S good 1e€a'to Stay in 
the Main Park to rack up points for 
tickets, when time is short, stay 
near an event entrance, If you take 
too jong to choose a contest, the 


iSJUMp is another simple event. Obvious” 
enough, except to total air-heads, the 


Killer Bees will come after you. 


el 


few seconds on the 
can gain a few ¢ i 
ey Killer Bees if you hit the Map 


You'll always catch 
air when you go 

over the top of the 
ramp (the coping). 
To gain speed, 


vival Beene CSS 


Get ready for a jamming session 
on this killer half-pipe. While a 
variety of techniques are pos- 
sible, sometimes repeating the 


OEE 


SPIN 


After getting mega 
air, press B to spin § 
Be sure fo face 

dewn when you drop 
back in, or you'll get § 
a mouthful of i 
masonite { 


HAND PLANT 


Confront the coping 
and press in the 


object is to jump, and the course gives you 
ample opportunity to show off your 
~ skills. Of course, spinning while 


you jump will give you extra 
points. You don’t have to 
make it to the end of 

the course to win 
a Gold, but you 
won't win any 
‘\ bonus points 


same one will rack up enough 
points for a Gold. A rhythmic 
motion on the buttons and con- 
trol pad will help build up the 
momentum needed to score. 


4 


You've bailed hard on this gnarly 

ramp But that's ok. real ramp rats 
eat lots of surfacing matenal before 
they become pros. 


fn the 2ist Century mony corth 
boys hove befriended oliens, like 
Blobert (or Blob for short} who 
comes from the plonet of Blobolo- 
nio. But Blob didn’t come to Eorth 
just for the jellybeons, which he | 
loves, butto get help. You see, bock 
home on Blobolonia the Emperor 
mokes everyone eot morshmoliows 
ond chocolote. For those like Blob 
who prefer to dine on jellybeons | 
there is no choice but to fight for 
the olienable right of all beings to 
eot exoctly whot they wont. 


wh & 0 Licorice 
Bridge Ladder 
15 At Sot Pp ) 72 At Start 


Gela Cosonut 
Bubble Coconut 
18 At Start S* At Start 
° @» Cinnemen 
Jack Blowtorch 
12 At Start. 24 At Start 
, ( Veniile 


Umbrella 
30 At Start 


Trampoline x 
42 At Start aN 


Heney < Reet Beer 
Hummingbird yx Rocket 
58 At Start \ 6 At Start 


Caten Up 
6 At Start 
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EXPERIMENT EXPERIMENT EXPERIME 


On Earth, Blob and the boy must 
collect treasure in the underworld 
below the subway. With the treas- 
ure they can buy vitamins, which 
are poisonous to the Emperor. Then 
they are off to Blobolonia for the 
final showdown. Along the way 
are countless obstacles. To get 
past them the boy feeds jellybeans 


to the Blob, for he discovered that 


different flavors of jellybeans 
make Blobchange its shape, which 
Is a pretty useful thing to know. 


“<a —= 


COLLECT TRERSURE! 


Treasures are hidden throughout the 
caverns Follow the numbers and hints to 
collect them all. 


PUNCH DOWN UNDERI 


One treasure Is easily found in the sub- 
way station, but the real riches are hid- 
den below. Punch a hole (see left) and 
drop down. 


Subway Serpents are fast but predictable To 
steal their hordes, dash in quickly and straight 
back out 


© SAFE JUMPING! 


Whenever there's a long 
drop, use the Cola Bubble or 
Vanilla Umbrella to slow your 
descent. 


OTAKE COVERI 


Protect yourself from the fall- 

ing rocks by using the Vanilla 

Umbrella. Then walk slowly 
through this area. 


© JNERK BY THE SNAKE 


To get the treasure, make a 
bridge across the gap then 
move to the middle and stop. 


Let the serpent pass to the 
right then grab the treasure! 


©@R DIAMOND IN THE SKY 


Place the trampoline on the 
round depression then push 
Up on the controller to reach 
the diamond. Next, punch a 
hole far over to the left 


© YVECHI ANOTHER SNAKE! 

Duck straight in. It’s safe to 
stand beneath the snake's 
highest jumping point. Then 
quickly snatch the treasure. 
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OUNGURRDED TRERSURE 


Some treasures are easy to get. Here you'll find 
the riches three ledges up, and without snakes! 
Reach the goods with the ladder or trampoline. 


The trampoline 1s the 
faster way up, but you 
have more licorice 
tellybeans Use the 
ladder to conserve the 
tangerine jelly beans 


RND DOWNS 


UPS 


First cilmb to the 
upper ledge on the 
ladder, then use the 
umbrella and jump 
far to the left 


®@BUBBULING WITH ENTHUSIASM| 

Once you're safe inside the cola bubble, take it easy 
The slower you bob along the better off you'll be. Stay 
near the middle of the screen to avoid spikes that can 
burst your bubble. When you see a treasure move 


toward it carefully. Some treasures are protected by" 


tock spikes. If you go for the gold here, keep the 
bubble as steady as possible, or else... 

To leave the water, 
return to the ledge 
and push to the 
left The bubble 
will tloat up and 
out, Whistle to 
transform Blob 


®UP UP RND RWAYI 


Position the trampoline just to 
the left of the round depression 
which ts almost directly below 
the lip of the upper ledge. For pre- 
cise placement, use the Blowtorch. 


Place the trampoline 
exactly as seen here 


To retrieve Blob, 
whistle then toss a 
Honey Jellybean 
over the side 


©®BRCK TOT 


cover. The manhole will 


fly off. With the trampo- 
| lineyou can jump back up 
to the street. Make sure 
you grab the jellybeans 
which are off to the left. 
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STOPI DERD ENDI 


OTRICKY 


Jump down to the water's edge using the umbrella. Then, 
when going back up, make a bridge and dodge theserpent. 


— x | 


2) ee 
Move slowly to the night and 
stick to the middle area of the 
two underwater screens 


This route leads 
to nowhere you 
want to be. In- § 
stead, head to | 
the left and num- 

bers 10 and 11. I 


moves 


Bulld the bridge 
across the gap 
and stop at 


A running 
jump will carry 
you trom the 


a“ ledge down to the midpoint 
the water's to evade the 
aS edge ee eel serpent 


Unless you have the rock steady 
hands of a surgeon, stay clear 
ot this perilous treasure 


. 


To get out ot this 
area, use the 
ladder then build a 
bridge as you did 
in #11 


DROP IN RND DROP BY 
Use a Punch hole directly above the 
treasure. As you step into the hole, call 
Blob. You'll fall right past the surprised 
serpent. 


Timing is very 
important If 
you whistle too 
late the serpent) 
will get you 


EXPERIMENT EXPERIMENT EXPERIMENT 


Eorth—127 Light Years Away 


The rocket transports the boy from 
Earth to Blobolonia in a matter of Cherry 
seconds—a voyage that would Bambs 
take 10 billion years on roller 
skates. Here, both boy and Blob 
must adapt to the bizarre alien 
conditions as they seek out the 
Emperor. Some new techniques 
becoma very important. fFONHU corTnc CON I 


“Don't eat 
even anel” 


The best way to avoid the rain of cherry bombs is 
to throw the coconut with a running start. Throw it 
hard and the cherries will axplode harmlessly 


Acconundrum is a puzzle, 
and this area can be a 
puzzle to solve. Try turn- 
ing off the machine, or 
use your trusty coconut 
outside the factory 


Place the trampoline 
just to the left ot the 
candy cane Once 
you're up, turn-off 
the power switch 


This popcorn is too 
salty for a growing 
boy. Avoid it by using 
the coconut toss. 


Hidden from greedy 
eyes are special Pep- 
permint Treats. Find 
five and you'll be treat- 
ed to an extra life. 


These huge munching teeth 
are enough to spoil your appe- 
tite Luckily, you can dodge 

them without too much prob- SS 
lem. Take it easy, though Use Punch holes in 
a time Move past one molar at atime. the depressions 


These chocolate kisses can attack 

the unwary—and we aren’t just = 

talking about cavities. Use your 

Vitablaster to zap the kisses, or F << 

Punch a hole through in the previ- 7, Orange Turn ot'tits 
ous screen and then turn off the vitabiaster will do chocolatey mess 
machine that’s hidden below. the job here 


Now the boy 

and his Blob are 
wall on thair way. 
But ahaad lies tha 
> Emperor, and he's 
in a good mood . 
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) 


HOWARDaNES 


Bie t 
I 7 FIGURE THE ONLY way 

pd TO WIN IS YO Block AQ. y 
[ THOSE SUPER SPIKES. YY 
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OUR 
7 Ol 


AYRE WE SHOULD RETHINK 

OUR STRATEGY” SOMETIMES T° 
WHERE AM 1? TB pect nor 1 PLAY SO CLOSE 
WHO ARE You ? 


WHERE'S THE 


WHO ASKED You, 
MR. VOLLEYBALL 
KNOW-IT-ALL ! 


; 
| 
WELL, WHEN | PLAY THE COMPUTER 1 STAND LAT * 


WHERE BACK A LITTLE AND DON’T TRY TO BLOCK 
in |TEN POUNDS OF 
DID 1 GO WRONG >| {EVERYTHING AT THE NET ‘ 14 DS OF SAND 


SUPER SPI 
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en 
a kidnapped, he 


~¢ information can be found in 
many places and forms. 
Scraps of letters are tying 
on the street with hints 
and concealed meanings. 
The Manta also gets clues 
from the thugs by grabb- 
ing them and shaking 
them down. 


collec 


Not so Tiny 


At the end of the tirst stage 
waits ‘Tiny’—a thug to dwarf 
King Kong. The Manta should 
have no trouble with this 
towering terror [f he yust aims for 
Tiny's humoungus head. 


Secret areas jie hidden behind walls and plpes The 
Manta receives messages indicating where these areas 
can be entered Don’t pass them by. Shoot where 
you're directed and explore. 


Roost Power 
a fou 3 i 


Secret rooms along the way 
provide power ups for the 
Manta Power capsules 
extend the amount of power 
the Manta can use with his 
ninja arts 


ee ee ee 
« 


ies Dee 


Three thugs will attack you in many rooms, If 
the Manta defeats them all he gains extra 


power squares—up to eight. Restore energy this 
way. 


scum . 
a a 
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The Living Dead are 
among Blackhorn’s 
followers. Cut short the 
careers of these bags of 
bones with your axe, Bash. 
WEN Stand on the 
. first step, sothe 
skeleton can't 
come down 
after you, then 
wail on him 


The two-headed mutant you encounter here ts 
Unwanted visitors, like Astya- 


Caesar's “bouncer.” 


Creatures often at- 

tack at untimely mo- 
ments. Their fire can 
throw you into the pits. 


Use the Bolt 
Spell to destroy 
the plants or 
they might hit 
you while you're 


nax, will be forcibly evicted! 


u —— 
When he unrolls, rush in, kneel 


under his fire and hit fim with 
the axe 


SE 2-) 
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The “bouncer” is done for, now 


it's on to Caesar, the first 
bass! 


Flaming Polyp Plants 
can easily be defeated 
when encountered on an 
open floor. Kneel and cut 
them down with the axe. 


Move in 
E quickly and 
give this 

BON wicked hedge 
eA =a trimming 


Hit the creature 
in the head to 
damage It 


Jump over the 
head when tt 
flles after you 


bis only 
to the 
cue a cap- 
tyanax, a 

game from Jaleco, 
wels« ts out 
ugh armies 


> 
== BOSS 

When a Polyp is on a 

platform, you can 


inch close to it on the next 
ledge and hit it with your 
axe, preserving magic. 

Ms "| 


Get as close 
as you can, 
but be ready 
to dodge its 
boa projectiles! 


REMLIA 


R OF 


Cut loose with 
your remaining 
magic to teke 
him out quickty. 


Bomber Blooms ap- The blobbish obscenity at Stage 2-2 scrolls up- 

pear in the same loca- the end of Redroad wants to wards. You can use 
tions every time you go cruise back and forth undis-_ this to your advantage by 
through a stage. Memo- _turbed. If hit, it will lash out with attacking enemies from 
rize these locations its tentacle below. 


Hit it while its a Hit and run, then 


blob and then jump over it 
Use the Bind Speil to keep back off quickly = when you're out Jump and swing to hit the Plas- 
the Blooms from growing, of running room mic Octopoids from underneath. 
_gh re tant non ant ain anaes sty ste ir tnes tg 


Leathery wings keep the Bat Crea- * 
ture of Inazumi aloft. Stand on the : 


platform and let bir come to you. - 


Ae . 
oo ave See | : ; 
Ga To 4° : Fortunately, thrs: Dodge the snakes, USe your remaining 


» HOW TO DEFEAT THE MEDUSA OF INAZUMI : 


é 
pets Merise like fer move in and duck magic to score a i 
a: 't tum you to 
Ra «== stone She attacks tm to sinke poeta le 
by throwing snakes Medusa in the jewel f 
Watch: out for the little arches he ioEsee at you onher stomach a3 
at you. ASSES NRL OM TE APR Pot et se em 


He 3-1 7 


A ig can defeat If a plant is on No place s safe in the Mino- 

3-2 Ore Flaming a higher ledge, you taur’s domain, where light- 
“~ Polyp here using must use magic to de- ning falls like rain. 

your axe if you're cautious. feat it before jumping. A 


: 
aS SP 
A powerful Minotaur is the ruler of 


Ryogoku He attacks by cailing 
Use Bind to keep plants lightning from the sky 


lf you're standing at the center from sprouting The dues in Rent are collect- 
cane. oar Reretcartt ed by a four-eyed Stone 
al Colossus. His concrete skin is 


mer DEFEATING ‘THE STONE MASTER OF RENT excecdinaly durable. 


= 

: a le. 

: The leader of the Wher you've hit Get in as many ; 

FI forces in Ryosoku his head enough, —_ full PW meter hits - : 

» and Rent wears a his armor will fall as you can, or é 

i “suit” of solid apart and the use Blast or Bolt i 

Fock. Hit the head mental mutant If you have magic © a ; 

‘ to reveal the will fly about the remaining i The Stone Colossus will try to back 
- 3 creature inside room using | You against a wall Hit and run 
} Soren stnamvtnne Mental Powers, tactics work best against him 
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Marshy is inhabited by 

some of the hardiest 
defenders you'va yet an- 
countered—tha vicious Fish- 
men. If you wait until your 
PW meter is full before 
striking, you can beat them 


with two strikes. 


Stand about an axe 
length from where 
the Fishman leaps. 


Use the directional 
arrow to stay on the 
platiorm when you're iF 


Lika all the other bothersome 
little bosses, this bony charac- 
ter is only thera to dalay Astya- 


nax’s advance. 
Raa { 


hit. 
In this stage, Bind will let you 


get past swarms of Fishman, “ 4 
Polyps. 
Mh 


Medusa Eyes and Flaming 


pe 


Ee ee ore ewe 
Use Bind right before Try to fight when only 
you meet a group of 
attackers, then run 


attacks, 


a single Fishman 


Whan the Wraith who 

guards Grave fully ma- 
terializes, jump. His star will 
fly up and you can avoid it. 
Then move in and hit him 
with a few full PW strokes 
before he disappears. 


gh ti ightening, he 
can be dealt with using normal 
weaponry 
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At the end of Marshy and 
Grave you'll encounter an 
evil Tree Creature with the 
power to summon Iwving 

vines Hit the seeds before 


The tree spirit attacks by 
breathing lightning. Avoid 


Fortunately, this skeleton will succumb 
to repeated axe hits 


Never jump on a platform that has a 
Bloom or Polyp on it, even if there’s 
room for you 


If the Bomber Bloom grows on 
a platform that is leval with the 


one you're standing on, it can 
sometimes be safe to hit them 
with your axe. 


® 


A few more chops and then 
It's on to the final road to 
this dangerous blast and hit Thelenea, where Princess 
him in the head with full PW Rosebud is being held. 
swings tf possible 


ce lh Vo cE Aruined causeway guarded by ™ 
AY a= 1 a variety of creatures leads to : 4 
Al id " the castle. Blackhorn’s min- 


ions will ee upa stiff fight to prevent you from entering the 
Castle Thelenea. ¢ 


There's more than one | 

way to fry a fish... but 
you need to find the most 
efficient way to fry the Fish- 
men to make it through this 
stage. 


A familiar Bat Crea- 
ture awaits you at 
the gate to Thelenea. 
Only this time he’s 
green and extra mean. 


ie LAS 
Out of the frying This really is one of 
pan, into the fire. the toughest parts 


Deadly foliage and flying crea- 
ture attacks make the going 
difficult. Use extra cabo. 


You've fought this far— 
don't give up! Fight your 
way into the castle! 


If you noticed that You" te beginning to 
there's dangerous —_get the picture! 
spots in the entire 
stage. 
AnEagle and a Lion have been 
warped by Blackhorn‘s magic. 


ANS /2WeWAGPAY/D, 
Try to beat the They will attack 
Lion first and then when they combine 
go for the Eagle into one grotesque 
creature 
Plasmic Octopoids should be 
tackled from below. 
Reet a SS sgt | 


nin 


Pld: Pe tw 


——s wake 
Jump when their Once past them, don't 
spear is fully materi- fall back down or the 
alized to dodge it. creatures will reap- 
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rib” 
Lip 


ea 


N 
Ane 


How Many Of This =r 
Top 30 Rated Game Paks 
Did You Pick? 


es 
We've heard that a lot of you enjoy reading our Top 30 listings every issue, 
and to tell you the truth, we like seeing which games are your favorites. But 
did you know the Top 30 can be a game, too. Once you’ve sent us your picks, 
| try guessing which games will make the top 10. Get a friend to pick ten 
| games, then check who guessed best in the next issue. 


— TEENAGE MUTANT 
NINJA TURTLES ! 


| ae Still in first place, Teenage Mutant 
7,754 Ninja Turtles packs comic book fun 
POINTS — and adventure into your NES. 


MEGA MAN II 


Dr Willy's bag of robo-tricks !s still full 


6,520 of surprises, like moving up to second 
POINTS place 


: Use this key to find out how ; 
' your favorites are doing. 


; These titles are new : 
: to the Top 30. Keep : 
g a close eye on them. ; 


: Games that are really on 
: the move These games 
have jumped up several 


x places on the poll 
a surer MARIO BROS.2 
¢ maintained their pop- + Mario, Luigi and friends continue their 
: ularity among the : 5,390 second great adventure in style, hold- 
Top 30 : POINTS ing on to third place 
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_ ZELDA TI—THE 
ADVENTURE OF LINK 
Nobody knows how many Links are 


5,196 currently stalking the enemies of 
Hyrule, but it must be a lot! 


DRAGON WARRIOR 


Alefgard ts a difficult test for even the 
4,44] mightiest warrior This game makes 
POINTS the grade, as well. 


Tew or ZELDA 


Zelda has been a hit for years now, and 
4210 for video games, like dog years, that's 
Bains really something! 


vi | wiih SUPER MARIO BROS.3 


in 


54 You've played it on Play-Choice 10 
3,7 5 and now it's coming home to your 
Leis NES. This ts just the beginning. 


NINJA GAIDEN 


Great action keeps this one in the top 
3,619 10. From what we've seen of the 
POINTS sequel, it will be up here, too. 


oiswers DUCK TALES 


There's a lot more here than quacks 
and birdbrains, and people are flock- 
ing to this great adventure game 


TECMO BOWL 


Football season may be over, but that 
hasn't stopped Tecmo Bowl fans from 
passing the pigskin. 


oJ 
oe * 


vonrs BIONIC COMMANDO 
cons TETRIS 

coms MARBLE MADNESS 
rons MEGA MAN 
rams FAXANADU 


1820 4 
POINTS METROID 


. pews STRIDER 


27S). BLADES OF STEEL 
ons CONTRA 


1666 
cows BAD DUDES 


i610 THE 
points GUARDIAN LEGEND 


£2 FER CALIFORNIA GAMES 
EJB PAPERBOY 


EZIRE GOAL! 


pans ROBOCOP 


1489 NOBUNAGA'S 
POINTS AMBITION 


1,361 
POINTS BATMAN 


EYER BASEBALL STARS 


JORDAN vs. BIRD: 
ONE-ON-ONE 


ET JBN WHEEL OF FORTUNE 
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HE RRS 


Players’ Picks 


ZE Thirdly 


Dealers’ Picks 


— 


ha 


GAME PTS GAME PTS GAME PTS 
1 Teenage Mutant Ninja Turtles 3081 1 Mega Man IL 2994 1 Teenage Mulan! Ninja Turttes 4238 
2 Super Mona 8ros 2 2976 2 Zel 2383 = 2 Marble Madness 2562 
3 Mega Man IE 2827 3. Biante Commanda 2254 3 Tecma Bowl 1729 
4 Zelda EThe Adventure of Link = 2813-4 Dragan Warrior 20124 Californna Games 1562 
5 Super Matia 8ros 3. 2160 5 The Legend of Zelda 1996 § Paperboy 1545 
6 Ninja Geiden 1631 6 Mega Mon 1884 Super Maria Bros. 2 1545 
7 Dragan Warrior 1477 7 The Guardion Legend 1610-7 Jordan vs Bird One On-One 1280 
8 8atmon 1361 8 Super Moria Bros. 3 15948 Tetns 1256 
9 ldo 1333-9 Faxonadu 1578 9 Blades of Steel 1208 
10 Tecma 8awl 1023 10 Nobunaga's Ambition 1449 10 Wheel of Fartune mu 
11 Disney s Duck Tales 1003 11 Disney's Duck Tales 143311 Goal 1063 
12 RaboCap 928 12 Metroid 1159 12 Disney's Duck Tales 1041 
13 Super Off Road 889 13. Strider 1079 13 Contra 1011 
14 Dauble Drogan 832 14 Ninja Gaiden 103014 RC ProAm 976 
15 Super Maria 8ros. 784 15 Romance of the Thee Kingdoms 982 15 Wrestlemania 961 
16 Dauble Drogan 757 16 Fester's Quest 902 16 Nua Geiden 958 
17 Faxanadu 756 \7 Super Mana Bros 2 869 17 Dragan Warrior 952 
18 Sad Dudes 749 18 Legacy of the Wizord 805 18 Bad Oudes 97 
19 Contra 72319 Ultma 789 19 Jahn Elway’s Quarterback 89 
20 Bionic Commande 693 20 Castlequest 757 20 The Legend of Zelda 881 
21 Tetns 682 21 Tels 724 21 Back ta the Future 874 
22 Strider 682 22 Tecma Bowl 708 22 Pinball 850 
23 Metroid 661 23 Baseball Stors 660 23 Sesame Street A&C 822 
24 Mike Tyson's Punch-Ouill 660 24 The Adventures of Lola 644 24 Oankey Kong Classics 766 
25 Blaster Master 650 25 RebaCop 531 25 Excitebike 721 
26 Bases Loaded 646 26 Who Framed Rager Rabbit? 483 26 Mega Man IL 699 
27 Wha Fromed Roger Rabbil? 593 27 Shadowgate 451 27 Rad Racer 681 
28 Stades of Steel 551 28 Teenage Mutant Ninja Turtles 435 28 Baseball Stors 672 
29 Mega Man 543 29 Goall 41929 Jeopardy! 617 
30 IronSword 536 30 Mike Tysons Punch Outll 386 © 30 Mickey Mousecapade 606 


ONE THROUGH SEVEN, 
THE PLAYERS PICKED 
‘EM ALL! 


The Players seem to have their 
fingers on the pulse of the hottest 
games, picking all of the top seven 
this issue. 
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WHAT'S MORE FUN 
THAN A GREAT 
GAME... ? 

A great sequel! Or so it seems 
from the Pros’ picks. We expect It's 
because they know a good thing 
when they play it. 


THE TURTLES DO IT 
AGAIN! LONG LIVE THE 
TURTLES! 


It's no coincidence that Players 
and Dealers are on the same wave 
length. If they weren't, there would 
be trouble in the sewers. 


r 2 
i te 
J 
a 
i 
a fl 
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THE SUMMER OF 
H FINAL FANTASY 
IS ALMOST HERE! 


it’s going to ba the summer of Final Fantasy—The Role Playing Gama from Nintendo that sets a new standard for 
adventurel Final Fantasy is not just bigger and better than earlier RPGs, it launches you into a universe more 
absorbing than The Legend of Zelda and more challenging than Tha Adventure of Link. And it's a blast to play! 
There's always 4 new goal to challange your party of four Light Warriors, which you choose and command. 
Mada up of fighters, thieves, magas or other adventurers, tha party must explora endlass castlas, cities, caves 
and towers while forests, daserts and oceans must be braved and crossed in spita of more than 200 types of 
anamias! In fact, Final Fantasy is so big that you'll hava to travel by ship, canoe snd blimp to cover itall. And itis 
$0 involving that it will includa an 84 paga book detailed with maps, strategies and sacrets to set players wall on 
their way. This is not a gama that can be finished in a few hours, or evan a few days, but no matter how long it 
takes, every minute is axciting. Final Fantasy has a lithium battery like Zekcialana Link si seyaoiicaie, justin 
case you want to stop for food or water sometima. 


‘TH8@ 1987 Square, © 1£90 NINTENDO 


os Tl 


The party must visit all for cornars of tha world to complete tl 
Doing so will pit tham against a staggering array of anemias and terrain. } 
During an attack, you will see tha enamy and the party against a back- Your 
ground of the tarrain in which they meet. with minimum experiance and 

- ; soma weak attributes. Defaating 
anemies increases your Experi- 
ance Points and strengthens tha 
party. By performing tasks at later 
stages of the gama your characters 
become a master of thair profes- 


free) 
Hydras and pirana Don't waste magic sion with greatly increased pow- 
heunt the rivers. on them. Use q v 


tuch of the land. here than in fields. 


fel 


Ses The Fighter ia But if he proves 
Garland has filled Victory wilt win you —- Towns: offer Talk to the people strong, but just tumself worthy he 
the dungeons with gold and weapons. weapons, armor for valuable clues. an amateur, stili will graduate to 
monsters. and magic. learning his art. full knighthood. 


+4 


D A STRONG PAR 


‘BUI ST! 
Salection of | a balanced party is critical, for 
you will require many skills to overcoma tha 


enemias. More than = 

50 variations are [=| 
Possibla, but not all 

are good. Try the 

Fighter, Monk, and [| [¥] 
Black and Whita 


Mages. 


WATCH 


Both enemies 


e LACK . 
In Final Fantasy you will 
see tha actiona you 
command actually car- 
ried out by the charac- 
ters. You will also sae 
tha results of thosa 
actions, both good and 
bad. 


Veapons and speils 
are seen in action. 


fa critically low. 
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: Due to the efforts of a huge South American drug syndicate, 
SSeS the U.S. may be losing the war on drugs. Viper, the special 
] operations team called in to deal with this threat, has lost 
contact with its agents in South America. They have only a 
single agent left, but he’s their top man, Mr. Kenny Smith. In 
Code Name: Viper, an exciting new game from Capcom, you 
control the action as Kenny Smith launches a one-man 
assault on the syndicate’s heavily guarded complexes. 


Lee Seven hideouts have been lo- 


cated and they are scattered 


throughout South America. A 7 ] Toren ei enee Cau carn 
: ander Jones G 

ns He oo ae et we a ie «Smith into his office for an urge 

at the entrance to each hideout. mission briefing. 

He’s on his own from there on. 


_—— 


“Invade the drug lords’ hideouts, i 
rescue the hostages and then blow { 
up the bases.” 


Commander Jones— 


Director of Vigg 


—. 


perme 


Founder of Viper and brilliant 
strategist, he expects nothing short 


Mr. Kenny Smith— 
Agent of Viper 


Kenny Smith isn't called Viper's top agent for nothing 
He’s a sharpshooter with nerves of steel 


of perfection from his agents. 


a” ; H il . . y > 


f ‘ : 
x. 
wo rowe® eee 
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First Stage—Brazilian Jungle 


Indian runs and a huge 


Kenny starts out with his trusty .45 caliber 
handgun. He'll discover additional ammuni- 
tion stashed in the base. 

Some rooms also contain hidden machine 
guns. These weapons only have a limited 
amount of ammo, and if Kenny runs out, he'll 
have to find more or use his .45 


waterfall combine to give 
the first base the features 
of a natural fortress. 


Snipers in the 


‘ft 
4 tuins Try and @ 
¥ shoot them as % 


soon as they 
appear 


Locate the Captured Stage One Mission Accomplished’ 
: we 


Commando! sn x 


When Kenny easeeeenal 

locates the 

captive Viper 

agent in each 

base, he will 

get the bomb *® 

he needs to 

blow up the 

place 

In the later stages, Kenny travels all 

over South America to defeat the drug 

lords, from the jungles of Brazil to the 

mountains of Chile. Abandoned ware- 

houses and ancient Incan ruins must 

be cleared of narco-terrorists. With The rescued commando will also 

grim determination, Kenny sets out to give Kenny a copy of the drug 

finish off the syndicate! traffickers’ master plan However, tt 
Is incomplete and can only be 
pieced together after many stages 

at have been finished 


r \ — 


At the end of 

the stage, toss 

the bomb into 

the door, 

destroying the 
= base 


Nz 
~\ 
\ 


Law 4) 


—— 
nt 


A hee BOMBS’ 
Wee The second ramp keeps would-be 
Reroes pinned down by a showerf 


STAGE | re a ai nn oer af 


MR eR, 
CITFOR)S | 


@\) 


youlpproach. xt 


gun emplacements, trenches and > 

an army of rabid alien soldiers J 
with the single mission of stopping “2 = 
youl Quickness and a steady y° pat a 


stream of bullets are tha key to # od 
CE eee Bee et 


SO! 
ps 


of the galaxy once challenged a couple of 
extremely tough humans who kicked their 
alien tails into the void. But like obnoxious 
relatives, the aliens have invited them- 
selves back. Whether you play alone or —s 

with a partner, the non-stop action and AP FOE ee 
super graphics can't be beat. ‘Can You Do It Again? 


COLLECT POWER CAPSULES 


Luckily, you have a little help against the alien army. 
Winged capsules containing power up options for 
your rifle fly overhead. Shoot them down to boost 
your fire power. 


Unless you have a controller 
with turbo, or treless fingers, 
you'll need this. 


Great balls of fire! This cap- 
sule converts your weapon 


Both high powered and con- 
tinuous shooting make the biti 
Laser an awesome weapon. 


: id Your shots wil! fan out so 
you can take out lots of 
enemies all at once. 


= eo a 
With so many enemies constant 
streaming out to get you, your best 
weapon is fast reflexes. Use every 


technique—jumping up, lying 
=~ down and shooting at angles. Also 
‘find the best places to stand and 


A new and improved Rapid This protective capsule wilt 
Fire allows you to reach the keep you on your feet when 
end siages. the house is coming down. 


Fight. 
\ 
. 


At the end of the Outpost 
stage you will be attacked 
by a helicopter gunship. 
Shoot the gunports first 2 A 
while avoiding unfriendly = J 
fire and emerging soldiers. hada tour 

Try standing to the right.  gunports. 
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Bamboo Pole 
Club 

Copper Sword 
Clothes 
Leather Armor 
Small Shield 


Herb 
| Torch 
| Dragon's Scale 


Fairy Water 


RSD 


| WEAPON SHOF 


Club 60G Copper Sword 
Copper Sword 180G Hand Axe 

Iron Axe 560G Half Plate Armor 
Leather Armor 70G Full Plate Armor 
Chain Mail 300G Small Shield 
Half Plate Armor 10006 


Large Shield 800G 
Hor 


Torch 
Herb 24G Dragon's Scale 
Torch Bg Wings 


Dragon's Scale 206 Search for the Fairy Flute 
In the Grave of Gerinham south of the fountain. 


you'll find the valueble Sil- 
ver Harp. 


pen hag aN apie e 


‘i dh GE he 7a EES gee 


180G Copper Sword 


OR 
a 
“2 8 
ct 


Sa 


WEAPOIN 
180G Bamboo Pole 
560G Club 
1500G Copper Sword 
1000G Leather Armor 

3000G Chain Mail 

7700G Large Shield 


"T “"T-7n7 7% 
TWEAPON 


Hand Axe 

Broad Sword 
Half Plate Arm or 
Full Plate Armior 
Magic Armor 


Key 536 Hand Axe 
206 1 reach the key shop gO Broad Sword 


around the ‘edge of the Full Plate 

town startirig from the Magic Armor 

entrance. IY Te)" 
Flama Sword 
Silver Shiald 


\ 


: i" =<ACWN : 
HO 1 VVEAPON Sirk 


Ur : 4 
106, Herb 
60G) Torch 
1806 


706 Dragon's Scale 
3006 Wings 
8006 


. Key 
5606 
15006) Fairy Water 


30006) Enter the grey roofed 
77006) building in the center of 
7] town to leern more ebout 


: geqng| Your identity. 
148006 


a tl a ot ee i ee ae ai 


ENA, eee 
pid ed ed 
tS 


Key 
Stone of Sunlight 


Erdrick’s Armor 
Silver Harp 
Staff of Rain 
Rainbow Drop 


Lies 70 South 
and 40 East of 


BEYOND THE OUTPOST! 


included below are pictures of the stages you'll 
encounter as you move deeper into alien held terri] 
tory. Each stage has its own unique terrain and} 
enemy characters, and each holds secrets that 
must be unlocked if you are to reach the next stage 
Super C will challenge even the top Power Players 


so don’t get frustrated if it takes awhile 


STAGE 3 STAGE & 


pirates rs ua ee 


AHI AD: 


oo — 

== . ae ritit Lh 

Ee t ¢ 

} - —_ 
STAGES 788 


Have you ever wondered how 
decisions are mede in a Role 
Playing Geme such as Dragon 
Werrior? In this text adventure 
you'll see how your choices 
lead to particular re- 

sults. It's the sama sot 


of process that’s at wort in tha” 


computer chips of your NES— 
what we call “if, then” statements. 
This is also e good wey to learn 
about the strategy of Dregon 
Warrior end heve soma fun. 


As the descendant of Erdrick, 
a great warrior of old, you are 
about to set out on the first 
leg of a quest to defeat the 
Dragonlord who has taken 
over the Kingdom of Alef- 
gard. You begin in Tantegel 
Castle and, as you stand at 
the gate, you must decide 
which direction to take. 

A. East, go to #1 

B. South, go to #2 

Cc. West, go to #3 

D. North, go to #4 


At x 
i t 
any 
Town of Brecconary: Buy a weap- 


on and armor before setting out. 
—Head West, go to #5 


You are lost in a mountain cave 
Suddenly a Drakee appears 
What do you do? 

A. Fight, go to #9 

B. Run, go to #10 


_ Before you lies a great 
— fake. As you draw near a 
_.. Ghost appears 

—Go to #11 


| 


ptions or g 
frame Auber indicated if 
there is only one option. 
When attacked by mon- 
sters your HP will be 
reduced, and if it reaches 
0, the geme is over. Your 
success depends on how 
well you make decisions 
and how well you remem- 
ber wrong turns and dead 
ends. There are many 
dangers, and the choice 
that works once may not 
work in a different situation. 


; Looking north you see rug: 
ged, impassable moun 
tains. Which way do you 
go? 

A. If right, go to #12 
B. If left, go to #13 
Cc. If back, go to #7 


Proceeding to the West, a 
Red Slime appears. Do 
fom" Yous. 2 

A. Fight, go to #8 

B. Run, go to #14 
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A. Fight, go to #19 
B. Run, go to #1 
C. Spell, go to #43 


A. Fight, go to #9 

B. Run, go to #10 
A. West, go to #3 
B. South, go to #1 
Cc. North, go to #2 


A. East, go to #6 [5 
B. South, go to #15 e sae 
C. West, go to #3 A. Fighting, go to #20 
D. North, go to #16 B. Running, go to #16 
TEEN men C. Using a Spell, go te #43 
wp nen A. Fight, go to #24 
| B. Run, go to #25 
| C. Spell, go to #43 


A. North, go to #26 
B. South, go to #21 


lege Eset 
j A. East, go to #44 B. West, go to #26. 
A. Fight, go to #3 B. North, go to #45 C. East, go to #21 


ad 


B. Run, go to #16 © q tO # : = ——. 


SD WARE: oO 


The attack on the Magi- 

cian leaves you with 10 

points of damage from 
the Hurt spell and the Magician 
with only 3 points of damage. 
—Go to #60 


You received 3 points of 
damage during the at- 
tack, but managed to 
Tun away. For protection 
you must use one of the 
items in the list 
Torch, go to #29 
Fairy Water, goto #30 
Herb, go to #31 
Dragon’s Scale, go to #32 
Wings, go to #33 


In the hills a Drakea 

attacks! 

A. Fight, goto #35 
Run, go to #36 
Speil, go to #43 


Going North you raach 
tha ocean. Where do 
you go next? 
East, go to #37 
West, go to #28 


You spot a town ahead 
in tha distance. 


~Go to #38 


Nothing happened after 
lighting the torch. 


—Go to #34 


Sprinkling the Fairy Wa- 
ter all over you will keep 
the monsters away. 


—Go to #6 


Herb heels your wounds 
and you recover your 
strength. 

—Go to #16 


The Dragon's Scale 
doesn't do anything. 


—Go to #34 


Once you've put on the 

wings they speed you 

back to the castle. 
—Go to #6 


A Magician appears. 
—Go to #24 


You've attacked the Drakee and 
both of you received 3 points of 
damage. 

A. Fight, go to #20 

B. Run, go to #6 

Cc. Spell, go to #43 


Running away from the 

enemy, you find yourself 

back at the castle. 
—Go to #6 


Near a lake in the woods 
you come upon a Slime 


~Go to #8 


You have reached the town of 
Garinham and discovered that 
there is a locked door, behind 
which lies an important secret. 
You also fearn that the princess 
is somewhere to the East. 
Where do you go? 

A. East, go to #39 

B. West, go to #40 

c. North, go to #40 

BD. South, go to #40 


PUTAS bw 


WY oo amventiine a 


Crossing the bridge you 
walk southward along 
the ocean shore where 
you see another bridge 
Which direction do you go? 
A. East, go to #41 
B. West, go to #42 


You really should go 
eastward. 
—Go to #38 


Once you've crossad the 
bridge a Magidrakea 
appears, but it doesnt 
see you 

Fight, go to #17 

Run, go to #25 


Heading West takes you 
into the Poisonous 
Swamp. With every 
step your HP goes 
down. What do you do? 
Use items, go to #31 
Use spell, go to #43 


Unfortunately, you 
haven't mastered the 
spell yet and you pass 
away in the bog. Alas. 
Game Over—Go to Start 


in the eastern desert 
you encounter a Scor- 
pion. 

A. Fight, go to #47 

B. Run, go to #48 

Cc. Spell, go to #49 


To the North you see a 
town. You head toward 
it, intending to rest at 
the Inn and restore your 
strength. 

—Go to #50 


TEXT ADVENTURE 


You are in the Poisoned | 
Swamp. What should 
you do? 


i The Scorpion's attack j 
: inflicted 5 damage | 
points while you gave it 
8 damage points. What 


| do you do now? 


SEWRTOT ETT 


—— 
You are attacked and j 
lose a great deal of HP. j 
You need to return to | 

| the town and recover. j 

Which direction do you go? j 


j x 


| 
eed oat, 
] The Hurt spell is de- | 
livered and the enemy | 

q gets 10 damage points. | 
: 

] 

4 


sa 


1 ‘A. Skeleton attacks | 
before you reach the vil- 3 
lage. q 


q 
q 


— oS "4 


You inflicted 5 points of ] 

damage and defeated ] 

the monster, but you 
need to recover HP at a town. 


q 
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The Hurt spell inflicted | 
8 damage points. 


| Weakened from battle, you | 
| come upon a cave and, with a lit | 
| torch, enter. There a Druin at- | 
| tacks from the shadows. Your HP | 
is down to 5. What do you do? 


| 
] 
| 
ne |! 


| Your ee gave the | 
monster 20 points of | 

a damage. ] 
eS 


7 eres ernaciiackon: attack on the Skele- | 
5 ton leaves you with only | 
\ 6 HP and O MP. The} 
Skeleton received 6 | 
points of damage. 
j 


The enemy has cut off | 
your retreat and attacks! 


J Your Hurt spell inflicted 
q 8 points of damage 
j while you received 10 
damage points. 


Your arack. gave 7| 
points of damage to the | 
enemy and you sustain- | 
ed 6 points of damage. 


Using the Hurt spell you 
inflicted 10 points of 
damage, but received 6. | 


| 
Alas, you have died | 


without completing | 
your quest. If you return | 


to Start you can ty 
again. 


You have escaped and, 
after recovering your 
strength at an Inn, you 
are ready to go. 


j Your attack using the | 
' Club defeats the enemy ; 
| with 15 damage points. } 

Your Level goes up to 7. | 
F Your Maximum HP is 39, MP 26. } 


q You cannot use the spell 
because your MP is 0. 


Congratulations — You | 

have reached a village | 

where people tell you to ' 

go South through the Poisoned | 

| Swamp to the town of Rimuldar. 

But first you should buy a Cop- | 

per Sword, half plate armor and 

a small shield. Also stock up on | 

Herb for the long journey. 

You have succeeded in over- | 
coming the early stages of Dra- 
gon Warrior, just as you would 
in the real game. Congratula- 

tions. It is a game of choices 

and strategy, as you can see, 
and the further you go in this 
world the more you are able to 
do. Items must be found and 
mysteries solved, but you must 
also continue gaining experi- 
ence against the monsters of | 
the Dragonlord. | 


GAME BOY _ 


BATTLE THROUGH A HI-TECH ALIEN FORTRESS! 


§ Action packed space adventure in fiva stages of great graphics and your supercharged spacecraft to a 
tha style of the NES classic, Gra- challenging game play with two _ final battle with the awesome alien 
dius is on its way to Game Boyl levels of difficulty. Burst through  bio-computer. ; 
Nemesis, from Konami, features wave after wave of invaders in 


| STAGE 1 “ 


oon. o- 
Poa * & ‘oka . 


2 Gain SO sizy in the Shoot out 
_———_," special e == upper-left re the five 
| weapons ke ag sat corner and shields of 
seq = [nde ae fire until ye = the Stage 1 
o ~ 33. |Rinmee by res] youcan Je = leader and 
SS “a: [Boiseting - advance. A avoid its 
Rus power-up e multiple 
eae Capsules. S eee Missle 


attack. 


STAGE 2 


Endure an Aim for the 
= we 28 attack ot middle of the 

3 e enemies in Stage Two 
Ce re re a all direc- leader and tly 
bt ee 8 sa tions. It wil around when 

uel a © pay to have It closes 
shields In. 
here 


Ss 2 
GAME BOY 


Team up with a friend or match 

up on the other side of the nat for sand P 
blasting fun. It’s world championship vol- 
feyballl 


MODE SELECT 
Set up your play for the volley- 
ball title by choosing the 
league end the number of 
gamas to the match. 


feararws 


BUMP, SET AND SPIKE 


Compete in six countries for the World |i 
| Bowling titla. Set up your shot and send the 
ball rolling. You'll edvance with a high score. 


MODE SELECT 

Choose a boy or girl bowler 
and select the ball weight. A 
light ball will curve more 
across the lana. 


Establish the rules. If you want to win, teem play is 


the only way to go. 


beech bystander will ref- 
eree the action. 


It's e clessic in Jepan and now Heienkyo 
Alien meke its way to Geme Boy. You can 
pley the originel or updated version. 


ALIEN ATTACK! 
jel 


a 


Aliens have coma down 
Tf on your small village end 
% you must trep them 
before they can gat you. 
wee Dio holes and wait for the 

a A ar WP aliens to fell in. 

2 

= hl lh 


You've done it. 
are gonel 


Quickly fill in the holes 


Asmik’s mascot, Boomer, is ready for his |i 
own Game Boy adventurel He's got to gatto |i 
| the top of the Asmik World tower. 


Bs BOOMER’S READY TO GO! 


enan A € 
There’s e Key on eech floor of 
the Tower that opens tha @nonnncent 
door to the next floor. Boom- 
er can dig holes to find the 


Keys end ward off enemies. @nng jgannnng 
GET SPECIAL ITEMS TO FINO THE KEYS. 


The Radio signals 
Key's location 


The Compass directs 
Boomer toward the 
buned keys. 
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% You'll have to think quickly and carefully 
| while playing this new puzzler. There's a |: 


ticking away. 


KNOCK OUT CUBES WITH THE SAME SYMBOL 


ing. 


Throw in Cubes and keep 
track of what's next until 
you reach the goai. 


GAME BOY _ 


stack of Cubes that have to be cleared and time is 


Throw Cubes into the 
stack and aim for Cubes 
that have the same 
shapes. Those Cubes 
will clear out and the 
next Cube in the line will 
bounce back. Toss that 
one in and keep clear- 


Coming Up for ey Game Boy! 


This little mouse has his work cut out for , 
him. He’s got to even out the stacks of 4] 
blocks so that they're all just one block high. It's 
harder than it looks. 

9 Pi 


GAME A 

Stategy is key here. 
You can only push 
blocks that are one 
block higher than the 
surface that you stand 
on. You must stand on 
a two block stack to 
push a three block 
stack. 

GAME B 

The game here is to 
match groups of four 
blocks that have the 
same shapes. When a 
match is made, the 
group disappears. 
Clear the screen 
before time runs out 


Even out the 
stacks 


You did it! 


Match the 
shapes 


ied 


EFFFFA 


Score another 
victory 
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The Game Boy adaption of 
Jaleco’s NES hit Bases Loaded 
could be hot! View the action 
from behind the plata when 
you're batting and from the 
field when you're pitching. It's 
great for Vitis Linkingl 


Seiect a real 
game or just 
p afew 
innings. 


Plen out your 
pitch before 
you throw 


Get ready for an incredibly 
challenging puzzle game from 
Vic Tokai. Twist and flip geo- 
metric shapes so that they fit 
snugly into a closed area. It’s a 
teal mind boggler. 


en 
Fit the 
pleces into 
the frame 
ine a) 

tt gets 

difficult 

quickly! 


Game Boy titles are being 
developed by dozens of com- 
panies for 1990 LJN is busy 
working on several, including a 
basketball game, an adaption 
of T & C Surf Design and a 
game based on tha Saturday 
morning show, Beetlejuice. 
Ultra is developing a driving 
game and a Skate or Die style 
game. You can expect Lock ‘N 
Chase from Data East in the 
future. It’s a fast action game 
with fun characters. Tradewest 
is working on Double Dragon 
for Game Boy and Mindscape 
is adapting Paperboy. Watch 
for details in future issues! 


/ 


4 wet pe: ? . 
Baseball. 
.‘Simulato 
Ee ay 


Bay 


yo 
Aa y a’ Da Ca * Sb fh 


$ 


Our “New Games” Section this time around is packed full of great game paks! These 


eight are just a few of the new games available for the NES that deserved more 
coverage, but that we just couldn't find space for a full review this time around. So 
if you're looking for a new game and just can't decide, give these “New Games” a 


r1 
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SUPER SPRING SMASH HITS! iiiummmnen 


\ 


WREST 


#1 PLAVER 
2 PLAYERS 
TM AND © 1999 
LICENSED BY 
NINTENDO OF AMERTCA INC. 


TAO 1969 Tecmo ing 


THE ANNOUNCER CALLS 

IT AS HE SEES IT 

Look for the moves your opponent 
throws, and the success of your 
own moves by watching the calls. 


awe: 10 Dh ca 
DES a 
: 2 BUNZSHIHG NORTHERN 


GET INTO SHAPE IN 
PRE-MATCH TRAINING 

In one of three exercises, hit the A 
Button repeatedly as fast as pos- 
sible to gain strength. 


PUT THE MOVES ON YOUR OPPONENT 33 WAYS! 


There are so many moves possible 
that it's difficult to master them all. 
Concentrate on speciality moves. 


A HAMMER 
= WHIP 


SCORPION 
DEATHLOCK 
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TECMO WORLD WRESTLING ™ 


You may be wondering what the world needs 
with another wrestling game for the NES. 
Next thing you know they'll have a controller 
called the Octopus. But Tecmo has done an 
axcellent job with its entry into the wrestling 
ring, and wrestling fans will appreciate the 
many unique features included in this game 
such as close up shots and a ringside throw- 


by-throw announcer. 


USE EAC 


QE EAU 


EST MOVES 


} “The Samurai” 
AKIRA DRAGON 
ea: Try the Back Brain 
p Pie | Kick, but don't expect 
'=1,~> too much from it. 
“Greek Warriar” a 
PAT GORDON 
The Power Slam helps. 
drain an opponent's 
energy 


Wie Fu Matter” 
IACKIE LEE 


He can put ‘em on 


Pen: the mat with a Power 


Slam. 
“Mr. Tatoo” 
MARK ROSE 
Get the drop on the 
other guy with the 
Back Drop 


ee j RANDY GOMEZ 
{Sue Try a combination ot 
Back Brain Kick and 


] “The Flying Grenade” 


| “Striker” 
EL TIGER 

The Back Drop ts hs 
best move Try 
punches too 


“British Star” 

REX BEAT 

Try the Death Drop on 
an opponent outside 
the ring 


“The Siberian Machine” 
BORIS CHEKOV 
When his opponent is. 
down use the Power 
Swing 


JOKIG FALCON 
Death Drops and 

Power Slams are his | 
bread and butter 


a } “The Technician” 


Dr. GUILDO 
Try the Power Slam or 
the Giant Swing 


all 


Power Bomb 


CLOSE UP MODE SHOWS 

THE WINNING THROWS 
When your energy, or opponent's 
energy runs low, you'll see close 
up shots of the moves. It means 


someone is about to win. 
—a =a 


ie 


THE PILE 
DRIVER 


THE 
GERMAN 
SUPLEX 


@ 1908 NATSUME 


TM Miton Bradiey Co 


THROUGH THE HORDES OF 
EVIL SPACE MUTANTS 


The path of the creature has crossed 
many strange star systems. On the 
way it has picked up an army of 
Parasitic beings who preserve the 
creature and attack invaders 


1989 ‘Natsume 


we 


BLAST INTO THE BEAST 


Soar over the surface of the crea- 
ture in the first stage and take ona 
weird skeletal mass at the halfway 
point. You'll find a safe spot in the 
upper left part of the screen where 
you can avoid this being's dia- 
mond shaped shots 


ttt 


MOVE DOWN DEEP 
UNDER THE SURFACE 


Something that makes this space 

adventure different from any other 

Is the unique change in course. In 

Stage Two, you'll head down and 

travel deep into alien infested areas 
a, 


5 Se A 
é me ve i 
Travel down into paris unknown 


THE ADVENTURE GOES ON 


As you get closer to the Heart of 
the planet-eater, the alien crea- 
tures are even stranger and more 
difficult to eliminate than ones that 
you’ve encountered already. Think 
quickly, keep firing and move on! 


Blast into a strange and new, alien adventure 
from Milton Bradley. A massive creature ts 
eating planets and you must find a way to stop 
tt before Earth is gone. You have a jet pack, | 
armored suit and a powerful cannon. There 
will be stronger weapons on the way. Now set | _ 
off on your journey to the Heart of the beast. 


POWER-UP 
WITH SPECIAL ITEMS 


Blast the blue rockets to reveal 
ttems that will give you special 
powers. 


This item will” 
allow you to? 
have better ma- 
neuverability. 2 


2 \ALAY 


No creature will 
get by you 
when you can 
fire at three dif- 
ferent angles. 


Send out a¥ 
dual Missile 
attack to get¢ 
enemies onthe | 
sides. 


that will rotate 
around you 
and beat ene- 
mies up close. 


ACCD 


A straight, S 
powerful beam - 
will pulverize 
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Ronee Lonsest 

THANG @ 109 
LToense 

NUNTENBG OF Ata 


TMRO 1989 Jaleco USA, Inc 


RIT'S A HIT! 


Bases Loaded II !s really a whole 
new ball game. The new viewpoint 
of the diamond only takes a short 
time to get used to, and on the 
field you can move your fielders 
more quickly and freely to snag the 
ball and make the play. Pitching 
control is awesome. You have the 
ability to put enough movement on 
the pitch to throw not only hanging 
curve balls, but also wild pitches. 


In addition to all of it's new fea 
tures, Bases Loaded II has the 
same rich graphics and simulated 
voices like the original. 
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Realistic graphics and great game play; these 
features have made the original Bases Loaded 
the choice for many baseball and NES fans 
looking for a way to survive the off-season 
winter doldrums. Well, for all you armchair 
managers, Jaleco serves up the perfect pitch 
for play during this year’s season with Bases 
Loaded II. It’s loaded with innovative baseball 
features 


EASTERN LEAGUE 
BOSTON 
MIAMI 
WESTERN LEAGUE 

L.A. KANSAS OMAHA 
TEXAS HAWAI UTAH 


ANIMATED ACTION SCENES 


Super animation scenes tell the 
story of the game as you play, 
adding to the thrill of victory (and 
the agony of defeat). It’s the next 
best thing to big screen close-ups! 


JERSEY 
D.C. 


NY. 
PHILLY 


” 


Call the bullpen when you need relief 
j 


Bring in a pinch hitter 


Bummer Another home run 


)REALISTIC STATISTICS! 


To simulate the streaks and 
slumps real players go through, 
Bases Loaded II has a biorhythm 
feature which measures a player's 


vanable capabilities. Each player 
also has more constant statistics 
that are laid out in detail in the 
Instruction manual. 


He'll probably hit a home run today! This guy should warm the bench 


ePACERAT 


Pattie usa mec 


82 anenze Inc. 


tf you're tooking for a baseball game that’s fun 
to play in a humorous way, Baseball Simulator 
1.000 from Culture Brain is just the ticket. 
Although it can be played as a straight base- 
ball game, you can also choose to field an 
Ultra Team with super powered basaball skills 
that would make even comic book heroes jeal- 
ous. That’s when the fun really begins! 


BASEBALL THE WAY IT WAS 
MEANT TO BE PLAYED-JUST 
FOR THE FUN OF IT... 

Easy to control with solid graphics, 
this game 1s a pleasure to play and 
the super-powered hitting and 
pitching skills of the Ultra League 
are hilarious. 


.. BUT WITH A SERIOUS 
SIDE AS WELL! 


In the Edit mode, you can create 
your own team and set all of your 
player's statistics. If you set up an 
Ultra team, you can even choose 
which super hits and pitches your 
players can use. 


Fize Blue 


CREATE THE PERFECT 
LINEUP 


For hitters, you can set averages, 
speed, and defensive capabilities. 


PLAY AN ENTIRE SEASON 


When you play a season, the 
memory tracks the leaders in 
batting average, ERA and other 
statistics as you progress. 


Pitchers have ERA, throwing 
speed, curve ability and stamina. 


A BATTERY-BACKED MEMORY 
SAVES YOUR CHANGES! 


Play in a variety of stadiums, even 
one floating in space!!! 


Zan Pace ST OOER oc. 
Looks weird, This pitch 

but it can be stops midway 

hit using Ultra to the plata 

hitting skills! and then flies. *" 
SHARE BAL PHANTOM bal 


Super fast, but Sneaks up on Curves so A ghostly pitch 
It can be hit the plata with quickly you'll that “winks 
by most decoy balls see double. out” before It 
players. gets to the 

sae Oe eH plata. 
FiO Be ote Eis ie vt) ae Wisse.) * 
Travels at the Turns a hit Shadows A ball hit with 
apead of light ball Into a surround the this travels 
and Is almost shower of ball, making it with the force. 
unhittabla, mateors hard to catch. of a magnum 

- bullet. 
Awe ARE To Foe OED CaANGn nit Faas iP 
The ball hits Paralyzes the Propels the Zigs and zags 
the ground In opposition with ball in the air Its way past 
acloud of a stadium with a fielders. 
smoke quake. spinning 
motion. 
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PUSH START 


21906 DATA EAST USA, INC. 
LICENSED BY 
NINTENDO OF AHERICA INC. 
© 1988 Data Enst USA Inc. 


The competition ts fierce in this 

Grand Prix event that spans the 

globe. Only the best cars and the 

finest drivers make it this far. You'll 

have to study the courses and 

never let up to a top ranking. 
= 


Get an inside track on the compe- 
tition with helpful advice from one 
of the best Al Unser Jr. will pre- 
pare you with top tips for every 
course before you make your play 
for the racing trophy. 


GREAT ADVICES 


RAINPIN TURN JUST BEFORE THE 
CIre. YOUR SUSPENSION ZG TE 
KEY ON THE MANY S$ CUMES 


Listen to Al Unser Je for the ins and 
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outs of turbo racing He oughta know 


Tear up the tracks of the world’s most FSR MeTER 
demanding courses in a blow-out formula one | 

match for the turbo title. It's Al Unser Jr. Turbo | | 

Racing from Data East! You can take Unser's 
place in his own fine tuned turbo racer or 


power up your own car in a 16 round world- 


wide racing series. 


With high rank- 
Ing, you'll earn 
status points to 
add to your car's 
value. Make sure to invest plenty 
of points in the pit for a fast crew. 


Fit STF: 
$3°4a 


A slow pit crew could ruin your chances 


Turbo power 's limited. If you waste 
all of your juice, you'll lose ground 
before you can reach the pit. Pay 
close attention to how much power 
you have and use turbo when 
you've got plenty of room to roll. 


Turbo Engines Onl! 


Hit the pit! 


Check out all of the courses in the 

Grand Prix series before you join 

the tournament. Course knowledge 

will greatly improve your chances. 

eet 1 TIME TRIAL 
awe MODE B 


Race against the 


TIME TRIAL 
MODE A 


Test your talents 
against the others 


From Brazil to Spain to Hungary 
and beyond, you'll make your way 
to the U.S.A. and the Grand Prix 
turbo racing finals. It'll take some 
hot driving to beat the pack. 


When Helene was taken by the bite of a ser- 
pent, her true love, Orpheus, was set upon a 
quest of mythic proportions. With the aid of 
the gods of ancient Greece, Orpheus seeks 
OMIM A NSIHEER the Fragments of Love and the three Nymphs 
oa eee who will lead him to Tartarus. In Hades’ 
underworid of shadows, Helene waits for 
ij rescue. But Orpheus must face minotaurs, 
TM Broderbund Sotware Inc © 1988 1989 imagmeer Co. Lid, sirens and centaurs before he can reach her. 


© 1982 1989 Intinnty 


In the dawn of civilization, men |!" the towns along the way, Collect ambrosia, food of the 
believed the world was run by Orpheus meets many folk who — gods, and the three hearts as you 
many gods. Some were good; Want to help. Even great Zeus and follow clues through the eight 
others were monsters. But good or Wise Athena aid the young hero. gions of ancient Greece. 

bad, the gods toyed with the fates x 
of mortals. 


Talk to everyone 
for vital clues 


i at 


Zeus, father of the 
gods, will give you 
@ password so you 
can continue later 


Arcadia is a rustic land in western 
Greece. Orpheus begins here, gather- 
Ing information and battling monsters 
that drop from the trees overhead. 


INFORMATION 
INFORMATION 


TO ARGOLIS 


TO ATTICA 
THE FIRST CHALLENGE | 


To reach Zeus, Or- | 
pheus must defeat 
a bull. Beat it with 
repeated attacks 
using the club. 


ZEUS AND BEYOND 


Orpheus has many paths to follow and 
tasks to complete. His epic journey will take 
him through mazes and cities and wilder- 
ness. Such 1s the way legends are born. 
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MEL. 


°S x erat 


CONTINUE 


@iSe9 HUDSON soFT 


til sven SEE Rich ca inc. 


TMA 1969 Hudson Soft USA Inc 


Your journey will take two forms. 
Most of the time, you will travel by 
foot. Occasionally, though, you'll 
come across vehicles that will 
send you soaring through enemy 
grounds. Search the Castles for 
Passage to these worlds beyond 


_——— ced 


tH 


Fight and fly to rescue the island Queens 


As you defeat enemies along the 
way, you'll get coins to purchase 
weapons You'll start with the 
Hand Ball and work your way up to 
more powerful weapons. 
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New from Hudson. Apollo, we need you. The 
Queens of the island kingdoms are being held 
captive. You must find a way to enter their 
castles and do away with the evil forces that 
lurk within. Talk to people along the way and | 
defeat the evil elements in the kingdoms for 
coins to purchase weapons. Good luck on your 
journey. 


: Talk to the 
IN THE Wl PIM Frog to 
replenish your 
Helpful subjects of the island king- powers. 


doms will give you clues along the 
way. Some will let you know about 
secret doors. Some will give you 
special items. Enter the doorways 
to contact the villagers. 

ww 
Haloscan Apotia. 


This is the Iwtand 
gt ruins. 


A gamble with 
this creature 
could pay off 


See the Fairy 

for clues 
Learn about 
the enemy's. 
weak point. 


Assist this 
person for a 
reward 


The only way that you can get into 
each Castle is to first earn the 
Stars of the islands 


Purchase Magic Items or gain 
them as rewards. Flying Shoes will 
allow you to reach out-of-the-way 
Places and Shadow magic will 
double your fighting abilities. 


as a Star 


Two Apollos are better than one 


This creature also hi 


/mrPPeer 


ft = &f St eM mh 
wus THE EMBASSY MISSION oom 


PUBLISHED UNDER LICENSE 
FROM INFOGRAMES ©1966. 1769. 
INFOGRAMES™ IG @ TRAGEMARK 
GF INFOGRAMES. ALL RIGHTS 


A foreign Embassy has been seized by an 
unknown group of enemies. Prisoners have 
been taken. Threats have been made. A 
specially trained task force is on its way to take 
the Embassy back and you are the leader of 
the team. Dark and detailed graphics highlight 
this new thriller from Kemco/Seika. 


INDER THE CLOAK OF NIGHT, 
THE MISSION BEGINS ... 


The team makes its way swiftly 
onto the scene. They must get to 
the Embassy roof, break in through 
the windows and free the prison- 
ers. This may be a quick mission 
for some players, but difficulty 
levels help insure that it will be 
a challenge 


MAKE YOUR WAY TO 
THE EMBASSY 


Duck, dive and roll into the dark 
corners of the surrounding streets 
and make it to the Embassy unno- 
ticed by the enemy lookouts. 


|| Avoid being 

} discovered 

» by enemy 
spotlights 


Hide In a 
doorway until 
the coast 1s 

clear 


Dive out of 
3 enemy sight. 


You made tt! § 


SEARCH FOR ENEMIES 


Your next task is to rappel down the Once your team 
sides of the Embassy and crash has entered the 
through the windows. One mem- __ building, search 


vaca? 


gf 


ber of your team waits inanearby the halls — for "| 5 <a 
building and keeps guard while enemies and)“ -' Te 
the others make their way down. prisoners. The 


Wepre 


kidnappers will be waiting for you, 
so stay on guard. 
mee jaca 


i 2 | 
Fe ™ enemies 
Sneaking 


up from 
behind 


Search 
each floor 


RAPPEL AND ENTER! 


While moving down the side of the 
building, make sure that you con- 
tinue to get more rope. When you 
reach the window, swing out. 


Take down 
enemies 


Rescue 


LIEUTENANT 


mission 
TARGET 


CLEAR TIME 
e742 


Congratulations! You've saved the 
Embassy! 
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WILLOW 


here 1s a small house to the 

west of the Castle in Tir 

Asleen. You'll find the key to 
the doors of Nockmaar Castle there, 
but only after you have accom- 
plished certain tasks. First talk to the 
wornan of the mountain path north- 
east of Tir Asleen Castle. She'll 
allow you to enter this Castle. 


Damar) : 
Talk to this woman in order to enter Tir 
Asleen Castle 


he last person that owned 

| Erdrick’s Armor was a fel- 
low named Wynn who had 

a Shop on the east side of Hauks- 
ness. They say he buried it at the 
foot of a tree behind his shop. Use 
the Search command to look for 
this valuable protection in the 
vicinity of Wynn's Shop after you 
have defeated the Axe Knight who 
lurks near. When you find and 
wear this Armor, you'll recover one 
hit point for every step you take. 


Find Airk in Tir Asleen Castle and 
defeat the menace in the next 
room. After you explore for a while 
and get out of some tight situa- 
tions, you'll meet up with the 
Brownies. Go visit them outside of 
the caves east of Tir Asleen and 
walk through the caves to Nock- 
maar Castle. 


Talk to the Brownies and journey to 
Nockmaar 


An axe Knight drase 


Dosaand? 


re i 


The Axe Knight guards Erdrick's Armor 


Castle, you'll find the warrior, 
Abang. He'll give you some valu- 
able information. Finally, return to 
Tir Asleen and you'll find that the _| 
house to the west is no longer 
locked. The wornan of the moun- 
tain lives there and she'll give you 
the key to Nockmaar Castle. 


In the first floor of Nockmaar 


Castle, return here. 


I 
' 
After you talk to Abang in Nockmaar 


Search! 


DISNEY'S DUCK TALES 


hen you first try to get 

into the African Mines, 

Loute will tell you that 
the Skeleton Key to the Mines ts in 
Transylvania and you'll be sent 
directly to the haunted house. As 
soon as you enter this area, work 
to the right and take the first Warp 
Mirror that you see to a room with 
a large chest. Inside this chest ts 
the Skeleton Key. If you select 
Transylvania without first going to 
the African Mines, this Mirror will 
not work as a Warp. 


\\ { t \| 


When you get to Transylvania from the 
African Mines, warp into the first Mirror 


Louie directs you to Transylvania 
whenever you go to the African 
Mines and you don't have the Ske- 
leton Key. This way, you can enter 
and exit Transylvania without 
actually selecting Transylvania 
and collect the two hidden 1-Ups 
inthe haunted house repeatedly to 
build a large reserve of Ducks. 
When you enter Transylvania via 
the African Mines, collect the two 


va Er i 
Collect a 1-Up by whacking this roc! 


Became Game Counselor March, 


1989 


Hobbies. Softball, Four-Wheeling, 


Dancing, Fishing 


Greatest Accomplishment 
The Guardian Legend $9,999,990 
Favorite Game. Nobunaga's Ambition 


n 


Became Game Counselor February, 
1989 

Hobbies Aerosmith, 
Hang Gliding 
Greatest Accomplishment Mega Man 
9,996,300 

Favorite Game The 


Beach Bumming, 


Guardian Legend 


Into the chest and use the Warp Mirror 


1-Ups, warp into the room with 
the Skeleton Key and warp back to 
Duckburg without collecting the 
Key. Repeat this maneuver until 
you have the maximum of nine 
Ducks tn reserve and then get the 
Key as you leave. This way, you'll 
be ready for the challenges ahead! 


i 


Pass up the Key and repeat this 
Maneuver 


Became Game Counselor March, 
1989 

Hobbies Reading, Movies, Computers 
Greatest Accomplishment 

The Guardian Legend 8,750,000 
Favorite Game Dragon Warrior 


AT Fen 


Became Game Counselor April, 1989 
Hobbies Bowling, Computers, Chess, 
Seattle Sports 

Greatest Accomplishment First GPC 
to Complete Friday the 13th 

Favorite Game Genghis Kahn 
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RIVER CITY RANSO 


a he big guy, Ivan, is the guard 
at the gates of River City 
High and the only way that 
you can gain access to the school 
is to beat him. Like a lot of the 
characters in this game, lvan will 
only show up if you defeat the 
gang leaders that are under his 
command. Thor ts lvan’s right 
hand man and you'll have to meet 
up with him in the Factory before 
you get to River City High. Thor 
also has assistants, and those 
enemies must be done away with 
before he shows up. As Turk says, 
“To see Thor, you've got to toast all 
three Zombies.” You should also 
take on Mojo and Benny & Clyde 
on the way. The first of the Zom- 
bies is Moose, the leader of the 
Generic Dudes in Sticksville. You'll 
get to him after you wipe out the 
rest of the gang at the construction 
site. The second Zombie ts Rocko 
in the W.S.L. Warehouse. Make 
sure that you take out all of the 
creeps on both sides of the Ware- 
house and Rocko will come out of 


SHADOWGATE 


aving freed the Crystal Ball 
inal from the frozen lake with 

your Torch, you may have 
guessed that you might need it 
again. The Crystal Ball turns down 
the heat and can extinguish this 
fire tf you throw it into the flames. 
When the flames are gone, you will 
easily be able to cross the bridge. 


I'm waiting 
for your 
letters. 
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the door on the left side. You'll 
have to backtrack to get to the 
third Zombie, Blade. The entrance 
to Sherman Park, where Blade 
hangs out, Is just to the right of 
Grotto Mall. After you meet and 
beat Blade, move on to the Factory, 


Blade 1s the toughest Zomble 


£ ii < 


q 
Toss the Crystal Bail into the flames 


i NINTENDO POWER 

| UP Attn: Counselors’ Corner 
RO. Box 97033 
Redmond, WA 98073-8733 


a“ 


take on Thor and advance to the 
gates of River City High Make sure 
that you buy plenty of food and 
special items to power-up before 
you burst into the High School. 
There are some mean characters 
waiting for you there. Good luck! 


Thor waits in the Factory 


= { H 
Walk through unscathed now 


m 1-(206)885-7529 
\ Nintendo Game Counselors 
ara on call from 4:00 am to 
16:00 pm Pacific Time 


——- + ges tas aad 


¥ 


SHADOWGATE 


tthout protection, you 
can't reach into the 
' flowing acid to take 


the Flute. If you have the Gauntlet, 
though, you can grab the Flute 
easily. Look for the Gauntlet tn the 
Well which ts located tn the room 
with the Cylops. Use the Crank of 
the Well to bring up the Bucket and 
{ook in the Bucket for the Gauntlet. 


Look for the Gauntlet in the Well 


Now that you've got the gauntlet, ‘all 's 
well 


LEGACY OF THE WIZARD 


T he Crown that only Roas’ 
mother can get to is down 
and to the right from the 
painting of the Dragon. As 1s com- 


mon in this adventure, you must 
wind around a sarge area in order 


gon, move to the left, climb down 
the ladder and drop three screens. 
Climb down the next ladder to the 
left, reach the top of the next 
screen and walk to the right across 
the white blocks until you get to a 


Roas’ mother Is 
strong enough to 
get the third 

igi |ocrown 


~) 


of the ladder and work over to the 
left. In the next area there will be a 
ladder in the floor. Climb down this 
ladder, walk to the left and head 
down the next ladder When you 
reach the bottom, press down on 
the fourth block from the right. 


After you drop, move through the 
blue area to the right and jump up 
to the next screen in the space be- 
tween the spikes, Then move right 
to the next screen and follow the 
path shown on the map below. 


a 


-— ———— er ES. SY oe 1 Aer 
Fallow this pattern througn the lower right section to the Crown Make sure to use your Wings as you pass through the areas 


with spikes 
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CLASSIFIED 
INFORMATION 


Punc-Durll 


a From Agent # 035 


wl 


"ma le Neor 
Is] au 


ha 


The rumor is true! There is e code that will send you 
| directly to the Dreem Fight with Mike Tyson! We've 
waited to let you know so that you would heve a 
chance to get to Iron Mike on your own. He is, by far, 
the best boxer around and the only way that you'll be 
able to knock him on the matis to master fighting the 
other opponents first. You'll see what we mean by 
entering 007 373 5963 as your Pass Key. 


WAKE YWSOK 


| oe | 


Take on Kid Dynamite with a record of 0-2 


In the first half of the first round Mike throws nothing 
but knock down punches. If he connects, Little Mac 
will get a one-way ticket to the canves. After the first 
90 seconds, Mike throws more manageable blows. 
Dodge his punches and counter when you can. If you 
can get his energy to next to nothing at the end of the 
first or second round, you might be able to score a 
TKO in the next round. 


NEW 
CONTINUE fe 
B07 3454 


KEV: 727 


Practice on the other opponents before you take on Iron 
Mik: 


%2- NINTENDO POWER 


In a previous issue, we've mentioned the code to | 
Another World Circuit which allows you to meke 
your way up to the Dream Fight while taking on the 
other boxers in a different order than the traditional 
World Circuit. To reach this mixed up line-up of chal- 
lengers, enter 135 792 468 and leave the last digit 
at O but don’t press the A Button yet. Instead, press 
and hold the Select Button and press A and B at the 
seme time. You'll be sent immediately to the begin- 
ning of this Circuit for a bout with King Hippo. 


Enter the first nine numbers, hold Select, press A and B and 
go to Another World Circuit. 


Make your way to Mike by 
fighting the opponents In a 
different order than before. 


There's a different code that is entered the same way ! 
as the Another World Circuit code. This one lets you 
see the end credits without ever playing the game. 
Enter 106 113 012, leave the last digit at 0, hold 
Select and press A and B. There you have itl It's the 
end of the geme! 


Le Lee oe 


B GERENa 


BR Gutgeonet 
o M NaTAKEVANA 
4 KunrveKn 


NEW 
=D conTINuE 
PASS KEV? 106 113 0120 


See the end credits without even entering the ring. 


4 


{|Slow Down Quick Man 


Hi From Agent # 107 
Enlist Assistance 


Your chances to save the President from his captors 

will greatly improve with 63 fighters in reserve at the 

beginning of the game. Atthe title screen on Control- 

ler II, press B, A, Down, Up, Down and Up. Then 

“| press Start on Controller I. Your mission will begin 
with the odds heavily in your favorl 


oy a z - BP ugren, TIME ge 


Enter the code listed above when the titla screen appears for 
some powerful help. 


| From AGent #007 


While Flash Man's Time-Stopper has some incred- 


an offensive weapon. Enemies freeze while they are 
under the Time-Stopper’s spell but they don’t 
usuelly lose energy while frozen. Agent 007 has 
found though, that the fastest of Mega Man's foes 


actually = mcurs 
damage if he 
stops moving. : 


With a full load 
of Time-Stopper 
power, Mega 
Men can freeze 
Quick Man and 
cut his energy in 
halfl 


ible applications, we've never before seen it used es_ 


Mi From Agent # 143 
Fast Points 


Greb a quick 1,000 
points at the beginning 
of each stage as the 
Cobra Triangle drops 
into the playing area. 
Just hold down the A 
Button for e burst of 
shots and e bonus! 


STAGE 3 


DISPOSE OF MIKES 


cox) 
Gain 1,000 points 


Hi From Agent # 689 
Magical Steps 


In the Desert region of this strange land, you can 
Conjure up a mysterious presence. Defeat three 
Worms in the sand with one wave of Megic and soon | 
e set of footprints made by an invisible creature will 
appear. For a short time efter this epparition occurs, 
you'll be able to use Magic without using up your 
supply! 


a ony 
r a ; 
Defeat three Worms in the 
Desert with one wave and an 
unseen being will walk by 


and temporarily give you a 
source of Magic. 


PRIL 


1990-73 
Sas ee, or 4 


Our Agents lurking on the tough side of town have 
uncovered a code that will aid Billy and Jimmy Leein 
the early stages of their trail to the Black Shadow 
Warriors. If the game ends in Stages Two or Three, 
you can resume at the beginning of that stage. When 
the “Game Over” message appears, quickly press 
Up, Right, Down, Left, A and B on Controller I. Ina 
few seconds the game wil} give you the option to 
Continue or Start Over. Choose to continue and 
change the number of players or the Jevel of difficulty 
if you want. Then press Start. You'll begin again at 
the stage that you left off. Our Agents are now in 
search of continue codes for more advanced stages. 
They'll report their findings in a future issue. 


if 
Enter the code in stages Two or Three to continue at the 
beginning of the stage and add a player or change the 


difficulty! 
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If there isn’t a second player helping you take on- 

the Black Shadow Warriors, you can begin the 

game with seven players in reserve instead of 
the usual three. Select a two-player game where the 
blows from the players can hit each other (2P Play B) 
and clear the first screen of enemies. Then eliminate - 
the other character by knocking his energy down to. 
nothing. Every time the Player Two fighter looses a 
character in reserve, you'll gain one! You'll then be_ 


ready to take on the enemies on your own. / 


Select a two-player game. Clear the area. 


Knock out the other fighter Build up to seven players! | 


Help this crazy caveman in his journey through the 
prehistoric land. When the game is over, just press 
and hold the Up arrow on the Control Pad and press. 
Start. Continue! f 


| “GAME OVER fF 


eee 


SCORE 


47920 


At the beginning of Levels Two and Three, you 
can fill your supply of weapons easily. Empty - 
your reserve of all of the items you have left 
over from the previous level and the Power-Up Gem 
will appear. When you fly through the Gem, you'll 
have full power and five Shields. 


FHE FICRTING MELWINE | 
From Agent # 107 


ae 


Here’s a way to make your already powerful fighting 
machine even stronger. When you get to an area with, 
a Lift, use up all of the Bouncers and fire the Guns at 
the panel on the left side of the Lift. A “T” Balloon will 
appear. Collect the Balloon and the Cybernoid will 
transform into a human form with full weapons, 
Maces and a Shield for six screens. 


Empty your supply of special weapons and collect the 
Power-Up Gem 


eee — 
Use ali of your Bouncers and aim for the panel on the left : | 
side of the Lift. - 
ee From Agent #702 
ES . Re Miliane Inetar 


While the big Guns look 
dangerous, they are more 


helpful than harmful. Fire 
repeatedly at the left side 
of the Guns and 1-Up 
Balloons will inflate from 
their barrels! Grab the 
Balloons before they sink: 
to the bottom of the 
screen and you'll gain a 
shipl 


Our address is: 
Nintendo Power 
Classified Information 
P.O. Box 97033 


Wanted: Special Agents 


A popular activity among Nintendo game experts is developing tips and strate- 
gies. If you'd like to share your own special tips with us, send them in] Choose 
your own Agent Number (3 digits) and be sure to include it with your tips. 


Redmond, WA 98073-9733 


quick tip that will send your 
bankroll into the stratosphere. 
While you're playing, get a 
Password, reset the game and 
enter the password with the 
17th and 18th characters 
switched. Your available cash 
will increase by millions! 
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VIDEO SHORTS 


Combining elements from Ac- 
tion, Adventure end Role Playing 
Games, The Magic of Schehe- 
razade is a journey through the 
four lands of Arabia. Talk to 
townspeople for clues and items. 
Learn spells and have battles in 
the castles of Demons. Seek out 
the evil Magician Sabaron and 
fight for the future of Arabia. 


THEY sav 
THERE IS @ SECRET 


Listen to the people of the villages for 
special informetion. 


A super destructive cannon is 
hidden in pieces deep inthe ene- 
mies’ underground base. This is 
the amazing Heavy Barrel and it's 
up to you and a friend to blast 
through the base end find it. It’s 


two-player simultaneous search 
and destroy actionl 


™ from CULTURE BRAIN 


TM&O 1989 Guture Brain USA Inc. 


There are two ways that enemies 
will challenge you. Some battles 
require quick reflexes and good 
fighting skills while others 
involve more strategy and use of 
special weapons. 


ELECT PLEASE 


CLASS FIGHTER 1¥v02 
“aR TEs O28 te gg 


Choose from a wide variety of options 
for the appropriate actions 


Think out your strategy and take on 
the enemies. 


from DATA EAST 


MEG 1990 Data East USA Inc. 


Enter the underground base 


Collect the Keys and unlock boxes for special 
weapons. 


VIDEO SHORTS <4 


ie 


s¢) TARGET: RENEGADE” ...0ntn 


re 
(se you ready to rumbla? Mr.Big It’s time for a bare handed as- gangs and maka your way to Mr. 
has got your brother and he’s sault on a city full of creeps. Big. 

sent out his goons to get you too. Punch and kick your way past the 


ing enemies. You'll have to be 
quick to save your brotherl 


There's more to come! It’s a long 
road ahaad with lots of challeng- 


Knock the Bikers off of 
their cycles with a jump 
kick and let them have it 


Hit this fre throwing maniac 
and run. He's tough! 


A pe? XMEN ® Conynght © 1988 Marvel Enler f LIN 
a) ’ ™ Bees cae rom 
] a cLoPs- ” GHTCAWLER? oe ICEMAN™ 
y MARVEL SUPER HEROES, se et and tike- 


The X-Man, Wolverine, Cyclops, fighting against super villains 
Nightcrawler, Iceman, Colossus —_galora. Magneto is on the loosa 
and Storm, are ready to burst and the X-Men, twoat atime, are 
onte your screen and blast set on stopping him. 

through four stages of futuristic 


Futurecity Collect items 


Make your way through Future- 
city, the Underground, a Robotac- 
tory and a living starship along 
with a friend or a computer con- 
trolled character. When your 
energy is depleted, you'll fight 
with a new pair of X-Men. 


Your ancestors were taken from 
Earth years ago. For your people 
Planet Earth is only a myth but 
you have been chosen to prove 
the myth true. Fire up your Star- 
ship, fight through the eight star 
systems and destroy the terrorist 
bases on your way to your home 
planet. The look and feel is simi- 


Clear the Star System of 
enemy Ships. 


Tha most versatile tennis geme 
ever is now available for the NES. 
Play with up to four persons 
using the NES Setellite and take 
on the abilities of real pros Ivan 
Lendl or Chris Evert. You can also 
create your own players with 
abilitias in eight different catego- 
ries. If you're strong in the 
Miracle Shot Category, you'll 
meke unbelievable saves, hit the 
ball where your opponent least 
axpects it or lobit into orbit. Awe- 


Slow down and dock on your 
Base for extra ammunition 


SE) DESTINATION EARTH STAR’ 


lar to Acclaim’s Star Voyager, but 
this time there are side view 
action flying scenes in addition to 
the view from the cockpit. When 
you defeat the Starships in each 
section you'll descend onto the 
enemy base and go after the evil 
Terrorist Leader to free the Star 
System. 


from ACCLAIM | 


TMBO 1969 Acclam Entertainment 


BoLa5se 


Terrorist Base 


In Exhibition games you can 
choosa from three different 
ground surfeces which affect the 
ball’s speed end bounce height. 
In Tournaments you'll play on the 
four Grand Slam Tournament 


courts and the courtoftheAsmik @ 


Colosseum. 


Fly down and destroy the 


from ASMIK 


TM Trademark of Asrmik 


Slam, serve and volley your way 
to the Pro Tennis Title. The play 
control is great, the special abili- 
ties are fun and the diversity ts 
fantastic. 


VEGAS DREAM 


start with $700. You could accu- 
mulate millions or end up in the 
Poor Housa. Occasionally, you'll 
have other opportunities to make 


Check into the fabulous Hal Palace 
Hote! and take part in high stakes 
action. Try your hand at Blackjack, 
Roulette, the Slots and Keno. You'll 


Here’s fun for the whole family! 
Identify a computer drawn object 
before tima runs out and win big 
points for your taam in this adap- 
tion of the popular game show, 


The wackiest game show on TV 
is now out for the NES. MTV's 

Remote Control tests your TV tri- 
via knowledge with a wild collec- 
tion of categories and questions. 
lf you don’t earn enough points, 
you could get zapped right out of 
your chair. Good luck! Two 
people can play at the sametime! 


It was a 
gamble, but 
you came 
out ahead. 


Win, Lose or Draw. You can play 
with one or two teams and you 
can even draw the picture your- 
self on the video blackboard. 
There's a special password fea- 


THE 


CHRNNEL 


een 


VIDEO SHORTS 
from HAL AMERICA 


‘TM Hal 1983 © CBS Sony Group 1983 © Licensed by Hel 1985 


extra money, If you're nice to 
people in the Casino, you could get 
a big payoff. 


from HI-TECH 


‘TME® 1969 Busna Vista Telewsion Inc All nghis reserved. 


ture, also, that allows you to start 
where you left off, and keep the 
puzzles from repeating! 


from HI-TECH 


MY Owned loansed by MTV ¢ Diveon al Viacom Int ne, © 
1969 MTV Nelo by Hitech. All nghis reserved 


Here’s the category 


Pick the right answer 


Maverick’s back in action! The 
enamy has designed some new, 
high-tech weapons and our 
young hero has been called to 
find them and put ‘em out of 


A one-on-one Battie! 


commission. Game play and play 
control are similar to the original 
hit, but this time the enemies are 
even tougher to beat and you're 
capable of fast flying barrel rolls, 


’ | 
Player two bites the dust. 


‘ROCK ’N BALL” 


face-to-face pinball games. Aim 
for the other side of the table and 
try to get the bail into your oppo- 
nent’s goal. It’s a quick action, 
fast flipping battle You can also 


no” 


Two player simuitaneous action 
makes this new, exciting varia- 
tion on a classic game one to 
watch for. Take on another player 
or the computer in five different 


Knock the ball into the 
other player's end of 
the table. 


Play with up to four 
players in a conven- 
tional pinball game 


from KONAMI 


© 15¢9Faramount Picture Ailnghis reserved Trademark 
of Parumounl Picture, Konami inc authorzad Lser 


tool Play in one player mode or 
against another player with a 
split screen! 


fromNTVIC 


JMO 1983 Vap Inc. 


play on a traditional table with up 
to four players! 


Ride! Fly! 


from GAMETEK 


© 1900 Fienar Pace: 
© 1980 Game Tak, Inc 


Uncover and match the hiddan ara three levels of difficulty. You | 
| toys. When aach match is made can play against tha computer or 
| a part of the big pictura is  egainst another player. The play- 
revealed, Whan the picture is er with the most matches wins! 
complete, the game is ovar. There 


You made a metchl 


1 
Make matchas until the picture 
ts completed 


ao, 
USS ’N BOOTS” fom ELECTRO BRAIN 


Steer this celebrated catofstory- Youll fly, drive end floet to seven —_ one is good for someone that's 


book fame through a rousing diffarent locations and come just starfing out on action orient- 
adventure all over the world. across some mean dudes. This ed games. 


Here they are, the hottest scores around! If you'd like to share your best scores 
with the readers of Nintendo Power, send them in! You could be the next NES 
Achiever! 


84 


MBAD DUDES 


Jeff Coday > 

Dan W. Rowley 
Brandon Smith > 
Clay White 

Greg Greenwood> 


MITHE ADVENTURE OF DIND RIKI 
John Schleich > Fresno, CAP 


MTHE ADVENTURES OF LDLD 


Richard & Ted Allen & 
Ed Nelms» 
Kristopher & Chad Schnee > 


MTHE ADVENTURES DF BAYDU BILLY 
Carlo Bennett > Seattle, WAP 


MCASIND KID 


Craig Abrems & 
Richie Giicksman> 
Stephen Gilbert > 


MCDBRA TRIANGLE 


Trevor Hosch > 
Johnny Pace > 
Jason Sylvester > 
Jace Leicht > 


MDRAGDN WARRIDR 


John Bisson > 

Matthew Bloom > 

Dr. Richard L_ Carman 
John Castoro > 

Jeff Chin 

Jeson Cluck» 

Andrew Frankel > 
Katsu Izutani> 
Barbera JastrzembskiP> 
Erick Lin> 

Frenk Lohse > 

Chns McDowell > 

Tim Mellinger > 
Gregory Milken > 
Rusty O'Dell > 


Springfield, MOP 

La Crosse, WIP 
Poplar Grove, IL> 

El Paso, TX 
Oklahoma City, OK > 


Sewell, NUP 
St Petersburg, FL> 


Rockville Centre, NY > 
South Bend, IND 


Atlenta, GAP 
Easley, SCP 
Monroe, NY > 
Tamecula, CA > 


Orummondvile, POD b> 
Randolph, MA» 
Telladega, ALP 
Oingman’s Ferry, PAD 
Freckville, PAD 
Marshall, TX 
Gla ie, PAD 
Louisville, KY > 
Woodridge, IL > 
Colton, CA > 
Whitewater, WIP 
Andrews AFB, MD» 
Freeport, IL 
Encino, CAP 
Mingo Junction, OH > 


NINTENDO POWER 


690,400 


690,400 
282,500 
270,000 
160,600 


100,950 


Finished 
Finished 


Finished 


Finished 
Finished 


960,800 
900,450 
439,750 
328,600 


Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 
Finished 


Madisonville, KY > 
Sunland, CAP 
Saint Louis, MOP 


Steven Perry > 
Kevin Ryles> 
Brandon Wiesner > 


MDUCK TALES 


Mere Henner > 
Chris Lopez > 
Edgar Martinez Jr > 
Mark T. Olson 
Ben Szu> 

James P WongP 


MGALAGA 
Thomas C. Wesley > 


MGDDZILLA 
Tom Oakes > 


MTHE GUARDIAN LEGEND 


Peggy Lundquist > Honesdale, PA > 
Joshue & Susan Lara & 
Tony & David Czerniecki > Chicago, ILP> 
Tampa, FL> 


Claudia Hill > 
David Perker > Ferndale, MD > 
Poland, OH > 


Michael Campana 
Joseph Yi Chula Vista, CAP 


MGUN.SMOKE 


David Vitaletti > 
Gabriel John Weidman Marysville, GAP 


MHDGAN'S ALLEY 
Mike Holmes» 


MHUDSON’S ADVENTURE ISLAND 
Rey Latayette > Omaha, NEP 


MHYDLIDE 
Matt Beaudom/Brad Vecellio b> 


North Woodmere, NY b> 
Phoenix, AZ > 
White Plains, NY > 
Kenosha, WIP 
San Marino, CA > 
Mireda, CAP 


Cincinnati, OH > 


Kensington, CTP 


Bridge Weter, MAP 


Norway, MI > 


Finished 
Finished 
Finished 


Finished 
Finished 
Finished 
Finished 


Finished 
Finished 


873,080 
Finished 


9,999,990 


9,527,280 
8,747,870 
8,621,020 
5,085,470 
3,417,600 


North Branford, CTR 999,990 


999,990 


781,600 


439,820 


Finished 


MINDIANA SDNES AND THE TEMPLE DF DODM 


Chad Gilbert & Bran Andrews Clarkston, WAP 
James Topolski > Buffalo, NY > 


9,999,999 
9,999,999 


KID ICARUS 


Mark Bugalski > Milwaukee, WI > 

Russel H Cullen > Key Largo, FL> 

Sean Sbreagia> Fort Wayne, IN > 
BKUNG FU 

Greg Glasson > Houston, TX» 

Michael Siegel > Houston, TX 
THE LEGACY OF THE WIZARD 

Ryan Barton Chicago, IL> 


Richard B Hawk Jr ® Belle Vernon, PAP 
Jason Hurdin> College Point, NY > 


BLEGENDARY WINGS 
__ Errol Dempster > Canton, MI > 
WLIFE FORCE 
_ Steve Bell» Brookline, MA > 
WMARBLE MADNESS 
Rafael Blard> Southampton, MAP 
John Jordan > Brockport, NY > 
Steve Stang> Wichita, KS > 
Mike Huisman > Long Island, NY > 
@MARIO BROS. 
_ Chris Shepard > Champaign, IL> 
MEGA MAN 
Jess Osborne > Coltewah, TN > 
Mason Sheffleld> Kingsland, GAP 
EMIGHTY BOMB JACK 
Cari J. Stump > Salem, VAP 
WMONSTER PARTY 
Sebran Harnson > Prentiss, MS 


BNINJA GAIDEN 


Cedric Johnson» Milledgeville, GA» 


Nethan Riddle > Grapevine, TX> 

Oenny Durkee > Oswego, NY > 

Nate Renkas > Green Bay, WIP 
|e | Sct se 


—--- 


9,899,999 
9,999,999 
9,999,999 


561,070 
253,030 


Finished 
Finished 
Finished 


10,068,400 


9,523,410 


159,120 


9,999,900 
9,897,900 


1,454,880 


Finished 


774,600 
486,000 
446,300 


@PLATOON 

Andy Vanderwoude > Sioux Falls, SD > Finished 
BROBOWARRIOR 

Jason Dodge > Foreston, MN > 9,999,900 

Michelle Summers > Columbus, OH > 4,363,300 
WSKY SHARK 

Aaron Blum» Battleground, WA > 118,080 
HSQOON 

Paul Sawchuk > Rancho Cordova, CAP = 1,778,500 

Richard King > Rancho Cordova, CAP 1,010,660 
WSUPER MARIO LAND 

Barry Labelle > Pawtucket, RIP 409,970 

Danny Heyman Beverly Hills, CAP 400,000 

Paul Kemp> Perry, GAP 235,990 
BSUPERMAN 

Micheel Murray > West Linn, OR > Finished 
WTEENAGE MUTANT NINJA TURTLES 

John Bronz > Saginaw, MIP 403,200 
MWHO FRAMED ROGER RABBIT? 

Kenneth Gegne> Leominster, MA > Finlshed 

Timmy Johnson > Kingston, PA > Finished 
@XENOPHOBE 

Jeff Gilmor> Edwardsville, IL> 999,990 

José Pineda > Warwick, RI > 999,990 

Andy Racine > Saint Paul, MNP 999,990 
BZANAC 

Jeff Phelps > Smithsburg, MD 99,999,990 

Robert Plank» Gulf Breeze, fLm 99,999,990 

Jerry Chang > Rego Park, NYP 13,252,000 


Mail your phate to: 


NINTENDO POWER 


NES ACHIEVERS 
P.0.Box 97033 
a Redmond, Wi 
98073-9733 
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World’s Second NES Power Trivia Quiz ~ 


Welcome to the second annual Power Trivia Quiz. It's your chance to test your 

wits and see how much you really know about your NES! a 
1. Why does Howard Phillips like bow ties? 6. If someone asks you a particularly tricky 
question concerning Dragon Warrior, and you 
don't know the answer, do you... 


A, Make up an answer to get rid of tham. B. Tell 
them you have no idea what they're babbling 
about. C.Nod knowingly and walk away, leaving 
them to wonder. D Find the real answer ina 
back issue of Nintendo Power. 


A Regular ties dip in your soup. 

B. Regular ties swing up on corners. 
C. It’s just like tying your shoes. 

D. All of the above. 


2. What ts Mario and Luigi’s last name? 


A. Brothers 

B Mario 

C. Ceraal 

D. Some questions just 
don’t have answers. 


7. Ifyou find a mistake in Nintendo Power, you should: 


A. Ignore tt, after all, we're only human. B. Mistake? In 
Nintendo Power? We never make mistakes! C. Write in if 
you feel tke it, but realize that we probably already found It 
and are really embarrassed about it. D Markit withared 
pen like your teacher does. 


3. The NES Satellite is. 


A. A remote console that allows four controllers to be ‘i 
connected at once B An orbiting relay satellite that 8. How does one arrange to get a tour of Nintendo? 
beams the Super Merio Power Hour and Captain N into 


100 million homes. _C. The acronym for NASA's Na- A. Due to the highly confidential nature of the video game 


tional Earth Studies Satellite. D. Nester’s secret wea- 
z industry, we do not give tours of Nintendo headquarters. 
on to beat, Howard Fiiliips; game scores. B. Just come to the front door and ask for Howard Phil- 
4, What ts the prescribed methad for cleaning your NES? fips. (Be sure to bring World Series or Super Bowl tickets.) 
A. Do nothing C. It's almost impossible; getting a tour of Nintendo head- 
B. Send it to the cleaners. quarters Is about as eesy as meeting Michael Jackson. 


C. Use the NES Cleaning Kit, following all instruc- Da Wingo leer to Cresornceuat 
tions to the letter, or else! 
D Spit and wipe. 

5. How much damage would your NES suffer if you 


were to pour a chocolate milkshake inside it? Date" ORDA SFE Osa | /vensenl yoeniey arene sommon misses 
‘s}o2aKR JOU JOY BARIIO 1891, e144) GIN PUODS 8PM at UI BUARdoEd 4a) WOK AURLLL 


A. None whatsoever. Milk 1s good for a 
growing computer B. Depends on if the 
milkshake contained whole or skim milk. 
C A lot, which is why smart players never 
place drinks or food near their Control 
Deck. D.Not much compared to if you put 
an entire cow inside 


Hundreds of entries flooded in 
from all over the country and It 
wes difficult to choose a winner in 
the Design the Nintendo Power 
Jersey Contest. From all the great 
designs which were submitted, it 
was obvious that there are a lot of 
artistically talented Power Players 
out there. We got collages, draw 
ings and sketches from fans of all 
ages. Here are some of the best 
entries: 


The winning design was submitt- 
ed by Jack Ra of Clifton, NJ. As 
soon as we run out of the current 
Nintendo Power Jerseys, new 
ones will be printed based on 
Jack's design. We'd like to thank 
everyone who sent in a jersey 
design. It really shows how crea- 
tive our readers are. 


ADA Fevend 
of HOWAED 
oc what 7H 


-g 


they will have to go for a predeter- 
mined distance ona course before 
proceeding to play Tetris. 

The contest will let you compete 
against your friends and win some 
great prizes, including your town’s 


At tim |: still pe 

press time, plans were sti 

being finalized for the Nintendo Best ou x 
World Championships 1990. By 2 

the time you read this, however, 3/15-3/18 Cleveland, OH 
most of the preparations will be 3/22-3/25 Pittsburgh, PA 
well underway. But first we 3/29-4/1 Detroit, MI 
thought it would be interesting to 4/5-4/8 Philadelphia, PA 
give out some details on the “Tria- 4/12-4/15 Indianapolis, IN 
thalon” Game Pak that will be used | 4{19-4/23 Boston, MA 

in the NWC contests. This spe- 4/26-4/29 Uniondale, NY 
cially designed Game Pak will run 5/3-5/6 Hartford, CT 

for about seven minutes and con- 5/10-5/13 Chicago, IL 

tain a segment of three Nintendo 5/17-5/20 Kansas City, MO 


games: Super Mario Bros., Rad 
Racer and Tetris. 

Competitors must collect 50 coins 
in Super Mario Bros. to advance to 
the Rad Racer segment, where 


| Nintendo World Championships 1990 Update . — 


‘Wizard” title! 

You'll need a special ticket in order 
to compete. Of course, the com- 
petition is optional, and there will 
bea lot of other things to see at the 
event. 


Fairpark Convention Center 
Public Hall Convention Center 
D. Lawrence Convention Center 
Pontiac Silverdome * 
Convention Center Complex ~ 
Convention Center 

World Trade Convention Center 
Nassau Convention Center 
Civic Center Exhibition Hall / 
Rosemont Exhibition Hall { 
Convention Center } 


As we mentioned last issue, if you would like additionel 
information on the NWC, call the NWC hotline et z 
1-900-HOT-4NWC (1-900-468-4692) 


” a if 
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Catch the latest video designer gear and stuff soon to be 
appearing on World 6f Nintendo shelves across the country. 


Keep unwanted 
hands off your 
wheels with the 
Bike Cop from 
Kansas Micro- 
tech. When you 
clamp it to your 
handlebars and 
activate the 
alarm, any jig- 
gling motion will set it off, and boy 
does it go off! The Nintendo 1.D. 
makes it that much hotter. You can 
also use the 

Laser, Bombs, I 
Guns and Sonic 
blasts like a 
horn or just for 
fun. [ 


te 


Now that the NES Four Score is 
here, you'll have two options for 
enjoying four player games. Like 
the Satellite, plug four of your 
favorite controllers into the Four 
Score adapter, which is guaran- 
teed to work with the Max, Advan- 
tage and regular controllers from 
Nintendo. Don’t try to use Power 
Pads or Zapper Light Guns, 
though, as they won't work. The 
Four Score features a four player 
switch and turbo power for the A 
and B Buttons on all four control- 
lers at the same time! A six foot 
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wv ‘Have Game Boy wit Travers | 
ee eee 

DIC Video has added taped epi- 
sodes from the Super Mario Bros. 
Super Show to its Kids’ Klassics 
library. The tapes feature Mario 
and Luigi or Link and Zelda in fun 
packed, action adventures. Hosted 
live by the Super Mario Bros. and 


guest stars, each adventure runs Who says |) Dontieave 
approximately half an hour in full you can’t |) homa Without it: 
color. take it with = 


you. The new Game Boy carrying 
case from Nexoft makes it a snap. 
Just flip open the sturdy plastic 
case, pop in your Game Boy and up 
to six Game Paks and you're ready 
to cruisa. The carrying case also 
features an adjustable shoulder 
strap and a space to store your 
Video Link cable. sess 


long cord with a dual plug con- 
nects the Four Score to your Con- 
trol Deck and gives you enough 
distance from the TV so that every- 
one will be able to see the action 
and get into the fun. Best of all, the 
price of the Four Score is down to 
Earth. 


a 


—_—, 


As Darlene Conner on the hit ABC 
television show “Roseanne,” Sara 
Gilbert gets to say things most of 
us would like to express but can’t 
get away with. When It comes to 
Nintendo, however, she plays 
strictly by the rules. 

Sara began playing Nintendo in 
19B8 afier she received a Nin- 
tendo Entertainment System as a 
Christmas present from her mom. 
With her friends Gloria and Jackie, 
she quickly mastered Super Marto 
Bros. and Super Mario Bros. 2, 
and started her quest in The Leg- 
end of Zelda soon after. “Although 
| haven't had much time to play 
Zelda, | do have a tip for playing 
Super Mario Bros.: If you’re near 
the end of the game you can easily 
save the Princess if you're big and 
just run through the dragon,” she 
said. 

Lately, Sara hes “totally gotten into 
playing Game Boy.” She often 
video-links on Tetris with her 
friends and fellow television stars 
Jason Hervey and Danica McKel- 
lar of the ABC series “The Wonder 
Years” and Jeremy Miller of ABC’s 
“Growing Pains.” Although she 
wouldn't reveal her best score, 
Sara did admit that Game Boy was 
number one on her Christmas list. 
From the age of six, about the 
same time that sister Melissa 
(Laura on NBC’s “Little House on 
the Prairie”) earned a star on the 
Hollywood Walk of Fame, Sara 
knew that she wanted to be an 
actress. Not that her choice of an 
acting career was a complete sur- 


prise, however. After all, show 
business runs in the family, from 
her grandfather, creator and writer 
of “The Honeymooners,” on down 
to Melissa and brother Jonathan, 
who elso starred on “Little House 
on the Prairie.” 

Sere’s first job was a TV commer- 
cial for Kool-Aid. After that came 
several TV movies, including “The 
Apple Dumpling Gang,” “Calamity 
Jane” and an ABC Weekend Spe- 


cial, "Runaway Ralph.” 

But by far her favorite role is por- 
traying the youngest daughter on 
“Roseanne.” Sera recalls that the 
funniest moment on the show 
occurred when she knocked 
Roseanne Barr down as both were 
racing to answer the phone in one 
particular scene. “It didn’t really 
seem funny at the time but we've 
laughed about it a lot since then.” 


\ A Boy and " 


“Totally awesome!” replied Sara 
when asked how she liked A Boy 
and His Blob. “The Blob is cool. 
It's a great idea for a game,” she 
added. Sara described the object 
of the game for A Boy and His 
Blob: “You feed the Blob different 
tasting Jellybeans. The Jellybeans 
turn the Blob into things which 
will help you get to your destina- 
tion: the planet Blobolonia.” Sara 
said she was “totally stoked” 
about the opportunity to play this 
new game. 

On her personal! power meter rat- 


ing ona scale of 1 to 5, Sara gave 
the game a 2 1/2 on graphics 
and sound, 1 1/2 on play control 
{"Not responsive enough,” she 
explained. "The Blob goes four 
steps when you want him to take 
just onel”), a 4 for the overall 
challenge of the game anda 5 on 
the game's theme (“Incredible!”). 
As for what to watch for when 
playing A Boy and His Blob, Sara 
cautioned: “Look out for the cen- 
tipede. And be sure to use the 
umbrella as a parachute and as 
protection against falling rocks.” 
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cinema scenes of the original 
Ninja Gaiden set a standard for 
action game narration that has 
since been widely emulated. 
These cinema scenes made Ninja 
Gaiden play almost like a movie. 
Well, in the tradition of Holly- 
wood’s love for sequels, Tecmo 
announces Ninja Gaiden IL: The 
Dark Sword of Chaos. But Ninja 
Gaiden II is more that just a 
sequel. 

In the opening scene of Ninja 
Gaiden JI, we are introduced to 
Ashtar, a shadowy figure plotting 
world domination. It has been a 
year since Ryu defeated Jaquio, 
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A LOOK IN 
FUTURE OF NES 
GAME PAKS!! 


The colorful, detailed and dynamic 


@ ea | 


oUsHESTARY 

and this being has new plans for 
the Ninja of the Dragon Sword. Of 
course, Ryu is initially oblivious to 
Ashtar’s schemes— his only worry 
1s finding his missing friend Irene 
Lew. Only after several levels of 
combat will Ryu discover who 
Ashtar 1s and what he plots... 
The superb graphics of the cinema 
scenes which tell the tale are even 
better than those in the original. 
But not to be overlooked is Ninja 
Garden II's great game play. Ryu’s 
mission will take him through 
some treacherous and challenging 
terrain, including an almost pitch 
black night scene that is only 
sporadically illuminated by flashes 
of lightning. This 1s one tough 
game! Although many film 
sequels don’t live up to their origi- 
nal, this is one game sequel that 
surpasses the original. Four stars 
and two thumbs up for Ninja 
Gaiden II! 


a 


TO THE 


¥ 


through a 
st-holocaust 
world full of 
dangerous mu- 
lated creatures 


and lost tech- 
nology in Crystalis, a future adven- 
ture from SNK. Encounter and 
speak yg the people who are 


attempting to rebuild civilization, 
and discover the secret behind a 
century old tower in the sky. 


The highlights of Crystalis include 
great play contro! (your character 
is very nimble and quick) and, like 
all good adventures, a wide variety 
of items to find and places to visit. 
A battery backed memory saves 
your progress and when you lose a 


Chip and Dale’s neighbor, Mandy, 
has lost her kitten and the park is 
being invaded by mechanical bull- 
dogs-— this looks like a job for the 
Rescue Rangersl 

Like Duck Tales, this is a game that 
players of all ages will enjoy 
because of its game play chal- 


fe 


Ife, you can continue with all the 
expertence points you've acquired. 


lenge, but younger players will 
especially like it because of their 
familarity with the characters. 
Rescue Rangers also features an 
awesome two-player simultane- 
ous mode where one player is Chip 
and the other is Dale. 


“Thunderbirds Are Go” for 
Nintendo! Gerry and Sylvia 
Anderson’s super mariona- 
tion characters of 1960's 
TV and film fama are racing 
their way to the NES in a 


game under development 
by Mediagenic. Fans unfa- 
miliar with the show will still 


appreciate this action 
oriented shoot ‘em up 
game's detailed graphics. 


A Journey to Silius, a future 
offering for the NES from 
Sunsoft, is an action type 
game dealing with the quest 
of Jay, a young man of the 
future, for the truth behind 
the death of his father. Jay's 
battle-scarred apocalyptic 
world is portrayed in the 
colorful detail you've come 
to expect from Sun. 
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OP i. \ooks 
like Vic 
PF Tokai will 
continue the 
NES adventures 
of freelance spy 
Duke Togo, alias 
Golgo 13 in a new episode, The 
Mafat Conspiracy. Compared to 
Top Secret Episode, the scenes in 
The Mafat Conspiracy where G-13 
takes to the street have crisper and 
more colorful graphics; and the 
three dimensional sequences in- 
side the buildings are easier to get 
through because of the addition of 
an on-screen compass. 

The Mafat Conspiracy’s story con- 


"CLA?" 


cerns the efforts of a revolutionary 
group to disrupt American de- 
fense plans by kidnapping a top 
scientist and forcing him to build 
killer satellites. G-13 1s hired by 
the C.ILA. to rescue the professor 
and smash Mafat’s world endan- 
gering schemes 


T phere errr 


In order to 
save his be- 
loved Princess Eleanor, 
Shadax the wizard must 
locate six pieces of a 
powerful staff in Solstice, 


You're sure to get a smile 
from the NES antics of 
everybody's favorite casta- 
ways from Gilligan’s Island. 
Bandai has captured some 
of the feel and humor of the 
show in this game where 
you control the Skipper as 
he tries to get the other 
castaways ready for 
impending island disasters. 
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a new action/puzzle game from 
CSG Imagesoft. Since the pieces 
of the staff are hidden in a laby- 
rinth of 300 baffling and deadly 
rooms, it's a challenging task 
indeed During play, a_ single 


chamber of the maze is displayed 
on the screen in a three dimen- 
sional view Shadax must use 
objects in the room to erther find a 
way to the next room and/or 
retrieve a necessary item. Watch- 
ing the demo screen will give you 
clues on some of the rooms, but 
then you're on your own 


Get into the mining 


ness in Boulder Dash, anew 
game from a new NES 
licensee, JVC. Your little 
hard hat wearing miner digs 
through the ground {a la Dig 
Dug) in search of diamond. 
riches. Although the game 
is mainly an action style 
contest, you must use some 
forethought in deciding 
where to go. 


i oe ee ee 
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GOSSIP GALORE 


MANIAC MANSION 


Maniec Mansion, the award-winning mystery edventura game 
created by Lucasfilm Gamas, is under trenslation for the NES 
from Jeleco. In Meniec Mension, which has been described as a 
cross between “The Rocky Horror Picture Show” and “The 
Addams Femily,” you must rescue your cheerleader friend from 
the clutches of e demented scientist. You select three radical 
| kids (eech equipped with different abilities) to taka with you to 
Dr. Fred’s mansion to rescue her. To add to the depth of the 
game, there are 50 detailed rooms to explore end 450 objects 
to discover end use. Maniac Mansion Wl «1 
also has mouse-like control reminis- ' ° 
cent of Shedowgate. 


BATTLE CHESS 


jattla Chess from Data East is a NES trenslation of tha hit P.C. 
ess gama. It pleys like real chess (and is a tough opponent), 
but breaks to animated battle scenes between the pieces eech 


| time one captures the other. Although the outcomes of these | 


little duels are predetarmined, they do meke every match 
| seem like an epic battle, 


j 


4 


It looks like Simon’s quest to rid Transylvania of evil was not 
concluded even with his banishing of Dracule’s curse in Castla- 
vania IL. This one is in the edvenced stages of development, but 
_ Since it’s sure to be a hit, you can bat Konami will get it out as 
soon as they can. Wa’'ll let you know more as soon as we find 
| out edditionel details. — : : 


DUNGEON MAGIC 


This future RPG from Taito will be the first NES title where all 
the action in the game unfolds in a first person three-dimen- 
sionel perspective. Throughout the geme, you see exactly 
what your character sees. This makes the game not only very 
interesting, but elso reelly chellenging—mep meking is a must! 


While the top half of the screen shows you what yourcharacter | 


saes, the bottom is the subscraen, so you can constantly moni- 
tor your progress and status. 


PUN UA 


NES PLANNER 


MARCH 


Abadox 

Adventures of Lolo 2 

Al Unser Jra Turbo Racing 
nax 

Baseball Simulator 1000 

Castle of Drepon 

Gode Name Viper 

Conflict 

Desh Gelaxy In the Alien Asylum 

Destination Earth Star 

Oinowarz 

Double Dare 

Fiaher Price: | Can Remember 

Fisher Price. Perfect Fit 

Ghostbusters Ir 

Heavy Barrel 

Kid Kool 

Magic Johnson’a Fast Breek 

Phantom Fighter 

Pinbot 

Remote Gontrot 

Snake’a Revenge 

Snoopy 

Super C 

Super Mario Bros. 3 

Super Spike VBall 

Terget Renegade 

Tecmo World Wrestling 

Terra Cresta 

Vegas Dream 

Wheel of Fortune Golden Edition 

World Championship Wrestting 

Wrath of the Black Manta 

Xexyz 


Burai Fighter 
Dusty Diamond's All-Star Softhall 
Besea Loaded IL 


Adventures In the Magic Kingdom 
Battle Chess. 

Big Foot 

Boulder Dash 

Captain Skyhawk 

Costleverna IT 

Crystalis 

Dungeon Magic 

Final Fantasy 


., Gilligen’s (sland 


Golgo 13 The Mafat Conspiracy 

Littla League Baseball 

Mad Max 

Manec Mansion 

Mission: Impossible 

Ninja Gaiden I. The Dark Sword of 
Chava 

A Journay to Sila 

Rescue Rangers: 

Rocket Renger 

Solstice 


* StarTropes 
Thunderbirds 


‘Wall Street Kid 
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eeeire Mar/Apr Issue ‘89 


Back Issues 
Available Now! 


Ten classics packed full of indepth game reviews, tips and tricks. 
To get your back issues, fill out the order form on page 2. 


July/Aug Issue ‘88 


Review highlights include Super Mario 
Bros 2, Zelda I-The Adventure of Link, 
Double Dragon, Contra, Whee! of Fortune, 
Jeopardy, plus foldout map of Zelda's 
second quest. 


Sep/Oct Issue '88 


Review highlights Include Castevania II- 
Simon's Quest, Bionic Commande, Super 
Mario Bros. 2, Lite Force, Renegade, R.C. 
Pro-Am, Golgo 13, Blaster Master, plus 
foldout map of Simon's Quest. 


Nov/Dec Issue '88 


Review highlights include Track & Field 1, 
Blaster Master, Anticipation, Blades of Steel, 
Cobra Commend, Recket Attack, Mickey 
Mousecapade, plus foldout Blaster Master 
poster 


Jan/Feb Issue ‘89 


Review highlights Include Zelde I-The 
Adventure of Link, Skate or Die, Wrestle- 
manla, Sesame Streat 1-2-3, Marble 
Medness, Operation Wolf, Metal Gear, plus 
Fy Skate or Dia foldout poster. 


Review highlights inciuda Ninje Gaiden, 
Teenage Mutant Ninja Turtles, Hudson's 
» Adventure Island, Strider, Cobra Triangle, 
Bayou Billy, plus Stnder poster and The 


These ere HOTI: The Legend of Zeida 
Tips & Tactics gives you the strategy and 
know-how to conquer the evil end mysteri- 
ous Ganon. How to Win At Super Merio 
Bros. helps guide your way through the 


INTENDO POWER 


= .d and Super Mano Bros. 2 uy Book es me 


May/June Issue ’89 


2, Review highlights include Teenage Mutant 
Ninja Turtles, Ninja Gaiden, Bayou Billy, 


ie Cobra Triangle, Life Force, Mega Man I, 


Dragon Warrior, ptus foldout Mega Man If 
poster and Life Force maps 


uly/Aug Issue ‘89 


Review hightights include Mega Man II, 
Dragon Warrior, Faxanadu, Strider, RoboCop, 
Duck Tales, IronSword plus Super Mario 
Bros. 2 Bonus Tip Book (Part 1). 


Sep/Oct Issue ‘89 


* Review highlights include Duck Tales, Game 
Boy, Dragon Warrior, Hoops, Fester’s Quest, 
f Roger Rabbit, Willow, River City Ransom, 


PI 


PROS 


exciting worlds and levels of Super Mario 
Bros. To receive these booklets for $4.95 
each, just fill out the order form in pte front 
of the magezine. 


ANTICIPATE THESE FEATURES NEXT ISSUE 
FINAL FANTASY 


You'll need ell the help you can get to get through this epic RPG adventure. We'll unfold the story 
behind this messive quest. 


DINOWARZ 


The thunder lizards are back in this new science fiction game from Bandai. Our review will help your 
dinosaur evoid extinction and achieve video game distinction. 


BURAI FIGHTER 


Outer space combat action in the far reaches of the solar system from Taxan, Our review is a space 
marine’s guide to survival in the darkness of deep space. 


SUPER C 


We'll give you plenty of tactics to help you succeed in this alien jungle werfere mission. 


Plus: Details on future gemas in Video Shorts and Pak Wetch, enswers to your geme pley questions 
in Counselor's Corner, video game secrets in Classified Informetion, news eround the world of 
Nintendo in NES Journal, reader's letters and comments in Player's Pulse, humorous hijinks in 
Howard and Nester and more of the usual fun stuff! Be there or be square! 


w uw : 
information. In oa ‘doviews, not to mention 


5 Previews an‘ <a 
4 exciting one ever! rs ee - 

: pane what's in store. We’ 

2 

Ican’ personally 

hat you want to 


8 
ny oe fu Qur CES repo 


schedule 
1 Because of pens know W 


ody! 
Seat does let us here at 


See you soon 
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Nov/Dec Issue Player's Poll Contest Winners 


Grand Prize: Fourth Prize: Josie Mewhinary ——Hllabarn n 
att Pooh Metamora =f Morct Herring Hrdgepert = L_Etward Lituriaské—Horth Tanauméa. WY 
(Mats wlier! dream wos (0 own o rara 10g4 aves Stone Seattle WA Daryll King ‘San Jone cA 
nie Hors basoball card ond some hal new — Pashad Chandler = Mavhvila, = TN Jamen Piper hambersborg PA 
Wistendo games) Enk Mercado Wem York WY Fand Hills ‘willon aH 


ater wremy Garaee—Calumbiovilo AI damas Wapoar = Hontigton, KY 
x poe oe jy ean Palmer achurtec MY Bson Frazlle Papin NE 
poe ba tid ta Aol vcaba—Wirwnfeld Chae Temple Ciiy CA 
Tenn Geet Mitgcten Gy bP Klgpece Teta WH deca Paltzpatt —Ballmmure MD 
ee Acer ty Nan Ener Sunmprals = CA Timp it Toro AY 
hat — Q Daryll Allen Gaivesten TX Karam Murke Banbridge ts WA 
Mahicy 8 Tere SA hasten Causes Athiend MA dwdon Leiy Zmewille, = OH 
Xan Knonj ot Winlogon OE ety cen Sap OK Fory ta Sete WA 
Lapel yams ME usin Hci Woodents == TK ‘Steven Manel Coluonia = BG 
one Tal iy rig Grumémumn San Antonov J Stk Hernan u 
oe CA orang Hinz Enps Hivor WE irk Schinbeoh Banton Ti 
ition bald Le San Fruncisca CA Alaor Bauer Harnogten Pk. Wd 
Third Prize: ames Dishown ——udiny PR dehn Meturanl rein 
Antrew Promised Ch ton Wichaal ays KS Famchen Estrata Yatton A 
ret Cuts Hoquiom = WR Chris Albrocki === Phowmix, == AZ_—CDei lor Gray 1 
Kyla Knight Cystel ta IL Won Ramsry Onde Gy FLW! Cp Cawton He 
fai & Don Pasctke Wickes KS atk Woraecks Hosa XZ Man Weyer Sites (tam WY 
Nathan Dudley elon MT Elis Massuéa Walp WH indaey Fabar = Giniacals gH 
fans, Calumios RE Tony Nifolgn Las Angela CA 
Td febinsn Samyrala = CA Frank Gayla = Pladlphla PA 
dank Gera Frankia RC_ se Hg Sande CA 
ard Entrakn Sauce ae 
Jumester Beach Darien 1. Wchee! Fis Waoftridgs YA 


OFFICIAL RULES (No Purchase Necessary) 


To anter just fill out tha Nintendo Power Awards ‘89 baltot. Or, print your name, 
and address on a plain 3x5 place of paper and mail to. 


Nintendo Power Awards '89 
PO Box $7062 
Redmond, WA 98073-9762 


One entry per person please Ail antnes must be postmarked no later than 
Apnl 15, 1990 No resnordutiviceetinad for lost, stolen, or misdirected 
mall 


Winners wil bs selected in a random drawing from amang all aligible entries 
recaived, on or about May 1, 1990 Winners will be nolifiad by mall By 
accaptance of thelr pr Innes consent to tha usa of their Haley 
Bootcamp or other hiker for purpose of advertising or pr lonon 
-Thagazine sha Ninienas crAmerica inc. ‘i ithout 
ones sen oat ‘one prize per household. Chances of winning 
are determined by the total number of entries received. No substitution of 
prizes is permitted. All prizes will be awarded, A fist of winners will be available 
after May 1, 1890 by sanding a self addrasaed stamped envalope to the 
address listed above. 
Goniast nat open to emplayeas of Nintendo of America inc. thelr aflistes, 
agencias or their immediate families. 
This contest 1s void where prohibited by taw, and is subject to all 
federal, siste, and tocal laws and regulations, 


THE NOMINEES ARE ON THE NEXT PAGE. 
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Which of the five games below 
has the most dazzling graphics 
and the best sound effects? Is 
the music of one your fav’ or the 
bright background design of 
another? 


Stir ina great story line, a dash 
of special effects and a whole lot 
of fun and presto chango—a 
great game is born. Which game 
catches your imagination? 


These nominees s represent some 
of the best in challenging both 
your brain and dexterity. Which 
game is your choice ...not too 
easy, not too hard.. just right on! 


Great play control gives you a 
feeling of being right in the thick 
of things. Which pick draws your 


Cest your vote using the postcard on page 99. You could win a 
== library of the best gemes of 1989. Twenty-five lucky winners will get 
ua the chance to pick | 10 hot game paks from a list of 20 games select- sake IN -— VOTES 


. Meil in. your-votes t day 


A 
B 
ELEONARDO (TMNT) 


Y strings, tickle 
your funny 
2% bone, or cap- 

ture your 
imagination? 
Will your fav- 
orite hero 
please up 
stand? 


ag DUCK TALES | 
EJ MEGA MAN IL | 


NINJA GAIDEN | 

0 

OF LOLO DODGE BALL 

E a friend instead of a E TECMO BOWL 
computer opponent? 

L|DRAGON WARRIOR 

DUCK TALES sd 


HFAXANADU 
'I}GUARDIAN LEGEND 
E 


LINK (ZELDA II-THE ADVENTURE OF LINK) 


0 
E 
F 
G 
H 
| 
J 


RYU HAYABUSA (NINJA GAIDEN) 


UNCLE FESTER (UNCLE FESTER’S QUEST) 
UNCLE SCROOGE (DISNEY’S DUCK TALES) 


ing makes 
all your 


time and energy well 
worth the effort. The 
choice is yours. 


fae.) challenge 


Thetopten 
are before 
you, eager- 
: ly awaiting 
; your deci- 


PSs (lrerRis 
a oe POWE TEENAGE MUTANT NINJA TURTLES 
feaetine / 6RAZELDA II-THE ADVENTURE OF LINK 


sa Stn 


- : , ; | » A 
é wee 
yw weer 
se acl | 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 


000 h1o8SeeR are 


